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Has Lionhead finally made 
a game to match the hype? 
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ideogame companies are hardly the favoured 
V fodder of the money sections of national 

newspapers, but an edition of The Times this 
month carried in the business-focused editorial at its centre 
nearly an entire page focused on Nintendo's next videogame 
console. "Nintendo fans rejoice', the piece began, 'there 
may well be a new arrival in the group's family of consoles 
sooner than you think'. The story was inspired by Nintendo 
president and CEO Satoru Iwata recently mentioning in an 
interview that his company's "hardware team started work 
оп the next thing as soon as they were done with their 
previous project." This is as opposed to, of course, Iwata 
walking into his hardware team's office and asking them 
what was occupying their time, only to be told: "Well, not 
à lot right now, boss. That Wii design took a lot out of us. 
What about that control system, eh? Yeah, so we thought 
we'd just sit around and chill out for a few years." 

When a company achieves the sort of insane success 
Nintendo is enjoying, this kind of thing can happen, and 
suddenly it's not just internet fan sites attempting to conjure 
something out of nothing, it's respectable newspapers too. 
But the other thing that's happened in Nintendo's case, 
thanks to the road it has travelled in order to reach its 
formidable position, is an uprising among its traditional 
followers, who saw little in the company's recent ЕЗ 
showing to suggest that Iwata and his teams haven't 
forsaken them. It's a topic we consider on p72, followed 
by a look at Animal Crossing: City Folk, a Wii game 
designed to appeal to new and old Nintendo fans alike. 

You may have noticed that Edge is a little portlier 
this month. The reason will be of particular interest to 
readers who are as interested in making games as playing 
them, as we present this year’s edition of Get Into Games 
(p123) and elsewhere consider the qualities of the Yorkshire 
development scene (p155). You can also read about Valve's 
newest recruit in this issue (p12), and be sure to take note 
of what David Braben has to say about the industry (p14). 

And what's with the folded-up paper down there? Our 
first encounter with Heavy Rain: The Origami Killer, French 
developer Quantic Dream's visually and mechanically 
ambitious attempt at resurrecting the adventure t2 
genre on PlayStation 3. The story begins on p48 
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ATMOSPHERIC CONDITIONS 48 
Quantic Dream reveals the visually incredible PS3 title 
Heavy Rain, aiming to give new life to the adventure genre 
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Station master 


The head of Sony's gaming division tells us 
why PlayStation is keeping him very busy 
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Very good, I'm feeling very good. We've got 
like GT5 Prologue and MGS4, and you've seen [at 
have lined up from just our firstparty side for th 
continues to just rock: nine years in and 130 million unit 
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On a negative topic, what was your personal reaction to 
what happened with PlayStation 3 firmware update 2.40? 
My personal reaction is that shouldn't hav п 
that my feelings were felt. V 
quickly; we pulled it as quickly as we could, and 
whose consoles froze on the XMB we are dealing with them on an 
individual basis and dealing h the firmware and getting it 
them as quickly as possible. I'd like to think that t in fr 
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but quite honestly it's something that shouldn't have happened. On 


the other hand we do a lot of these and th d of thin 








Sony is banking оп upcoming games such as God Of War IIl (top) and Resistance 2 (above) to maintain some of the momentum PS3 has 
now achieved. A revamped PSP. meanwhile, is also on the cards. Sales of the existing iterations have reached nearly 14m units worldwide 
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When you get back to your office, what will 
be the first item on your list of priorities? 

ink basically it's the same thing I set out at 

the beginning of the year or even before that, and 
that is firstly making sure we stay on course and 
have all the great games on PS3 coming out 

on time and to support them as much as possible, 
whether they're a firstparty or thirdparty title, but 
at the same time making sure we are on track to 
Jevelop the non-gar 
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ke to see on the PS3 as a platform. Secondly, and 
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"PlayStation 3 is designed to take advantage of 

the non-game services and content. | want to 
expand beyond being just a game platform. I've ЖЕ important, te wl aov 
Looking at the PS3 story so far, if there was anything you seen that movie already - it's called the PS2 mportant first and foremost 


could go back and do differently, what would it be? п our mind, but there's the 
Well, ! v he er capabilities at a time when we didn't have oth 
worldwide launch, but v and still are anything to back up that emba 
of the PS3's capabilities, we may have been а little too zealous ir just nice to h 
We understand that a new PSP model is on do on this platform." And that's not because 
its way – what's the story there? 
Turning to SCE public relations staff 
hear about that? [Laughs] 
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OK, let's say, theoretically, if Sony was putting 








together a new PSP, do you think it would be it's called the PS2. And the high-water mark is 
a good idea for it to feature a hard drive? about 130 million [sales]. And I'd like to do a bit 
more, and that means we need to be not only 
uccessful in games but successful in non-game 
nt areas as well. And that's a mindset change we 





need in the company so th nderstand where 
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As well as its online connectivity, Gran Turismo 5 Prologue’s upcoming "TV mode makes 
use of PlayStation 3's media-playing capabilities. The launch of PS3 in Europe was said to 
have boosted Blu-ray sales by 1,000 per cent - a stat that Sony certainly hasn't missed 
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Final fanservice 


It's hip to be Square Enix — that's the message 
from the publisher's buzzing public showcase 
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Nomura was subject to a deluge of praise 
from attendees, keen to congratulate him 
on designing characters whose appearance 
and motivation seemed relevant to them 


Final Fantasy: Dissidia was cautiously received by fans in its first playable appearance — 
though when each fighter unleashed their signature moves the excitement was palpable 











Kingdom Hearts Coded, one of Square Enix's attractive mobile 
RPGs. It's also one that won't be on PSP, even though its mix 
of on-the-move puzzles and minigames would probably suit it 
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Tetsuya Nomura's touch was everywhere, and 
the queue for the shop was truly immense. All 
the fan talk, of course, was of a certain remake 
that no Square Enix employee would talk about 


АШ tom Hearts 358/2 Days on DS had a 
co-operative mode playable, but the game 
ranked players individually at the end of 
rounds, which led to some stiff fan rivalries 


The maker of the infamous R4 card, which allows 
users to override their DS firmware and play 
illegally downloaded ROMs, has been hit by a 
lawsuit from Nintendo and 54 associated 
companies, alleging that the device is ‘causing 
severe damage to our company and software 
makers, and this is something that we cannot 
possibly overlook’. The suit has been filed in the 
Tokyo District Court and is based on the Unfair 
Competition Prevention Law, and in all likelihood 

put a stop to the production and sale of R4 
cards - at least in Japan. The unfortunate knock-on 
effect will be on the homebrew community, which 
has proven itself even more resourceful than 
Nintendo in the use of the DS interface. 
Even a few seconds of footage or new screenshots of FFXIII were 


enough to тешу the crowd. They were particulary pretty, though ant to be, sharp suits and ch j STOTT CC OC OC! 





“ATI's CTO left about six months ago 
and AMD's CTO left a week ago. Now, 
what does that say when the chief 
technical person at a company quits? 
AMD has been declining because it 
hasn't built a competitive graphics 
architecture for almost two years now 
- ever since the AMD/ATI merger." 
ays Nvidia's chief scientist, David Kirk 





"David Kirk is full of shit.” 


Responds lan McNaughton, 
x produ 





“Was he asleep for eight years? ... 
There are two types of people out 
there who like to make controversial, 
splashy comments. There are those 
who are truly outspoken, and there 
are those who are just trying to cover 
up for their weaknesses. We have a 
saying here in Japan - ‘The weaker 
dog barks more’ - and I sincerely also 

like to remind him to make sure to 

stay awake for the next years.” 

arings, Tomonobu Itagaki 











"This is going to be one of those 

things that | say something in 

an interview and it gets fed back 
to him and I'm on his shithead 
list for a while on that, until he 
needs me to do something else 
there. But | think that that's 


my general opinion." 
John Carmack only gone and said 
steve Jot about vi 





"I'm a gamer and the chance 
to act in one of the best-loved 
game franchises was an 
opportunity | was really keen 
to explore - especially as 
Eva is such a strong female 
character. The worlds of 
gaming and film are getting 
ever closer and as an actress 
I wanted to explore this 


exciting new area 
Gemma Atkinson u: 





"Penny Arcade is the 
worst thing in the world 
ever, so nein danke. These 
are nerds with taste!” 
ои Linehan р t 
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Re-combining 
the Combine 


Adam Foster discusses the ambitious 
mod that landed him a job at Valve 
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“I'd try to arrange things so that one 
section of the map could see into 
another - it's much more fun seeing an 
interesting location ahead of you" 


Compact, economical level design is one of the 
hallmarks of your series. Just what are your 
frustrations with the way games have 
traditionally employed architecture? 
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Do you feel that this has changed with later 
additions to the Half-Life series? 
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occasionally those sections with apparently 
unconnected rooms, but usually the player has that 
ever-necessary direction to what they're doing 
You're never just farting around som for no 





particular point, you're always going some 
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You went over to Valve during the 
production of Minerva - how did the 
development team help you out? 

In terms of advice, nothing remotely formal — | got 


Epis d Two 
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Which revealed all kinds of bug 


and misfea 














which mostly juashed. Ever seen someone g 
lost in an apparently linear map? It's possible 1 
was prevented from ever happening again її 

ту forcing doors closed as players would go past 


And now the company's snapped you up. 
What did Valve say when it approached you? 








Do you have any interest in moving out here ti 
Bellevue and working on our games?" That wa: 
it. Did anyone expect trumpets, fanfare and 


fireworks? One thing about Valve is that thing 


эге utterly, ridiculously informal. It's great 
Although Valve tends to be a bit vague when 
it comes to job descriptions, can you say 
anything about the kinds of areas you hope 
to contribute towards? 


gather that I'll be 
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Having just visited Valve's offices in 
Seattle, Foster is somewhat excited, 
although very cagey, about his role. 
"I can't say anything — although, am | 


allowed to bounce around with glee?” 


Are there things you've wanted to achieve 
that have been previously constrained by 
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Any hint that Minerva might be embraced 
as part of the HL2 canon? 






ave no idea! Part of the overall plot 
oth intentionally and accidentally, invol 
Minerva remaining separate from Valve 








rain, eventual sacrifice would 
nerva's actions terribly important 
ough an absence of something 
monstrous happening to our worlc tead 
fa ould be remembered 





Either way, will Minerva continue? What can 
fans expect from Out Of Time? You've been 
quoted as saying there will be ‘freakish 
gameplay additions’. 

Wait and see. | really wish I'd be able to say 


2 


more, but much of it I just don't know 


"The completed mod was much larger 
than 'd ever envisaged,” says Foster. 
“The episodic route proved to be useful 
for providing development milestones 
and feedback from the general public” 
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Is the game up? 


As a new campaign aims to revitalise Britsoft, 
one of its key players identifies what's wrong 
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he UK-born Grand Theft Auto IV 
obliterated retail records on its first day 
on the shelves, selling over three million 
copies. Other British properties, such as Tomb 
Raider and SingStar, have proven similarly (if not 
equally) successful on the world stage, capturing 
both core and casual demographics. Despite this, 
just over two years ago, the UK dropped from 
its position as the third largest producer of 
videogames in the world. In 2006, it slipped to 
fourth place, overtaken by Canada. And while the 
land of maple syrup and Jason Priestley is expected 
to grow îts videogame industry by 25 per cent this 
year, the UK's will decline by three per cent 

Can anything be done to stop the slide? Not 
without some serious shifts in policy, perceptior 
and tax privileges, say the companies — SCEE 
Relentless Software, Microsoft Game Studios, 
Codemasters and others – that have united to form 
Games Up?, a campaign dedicated to rejuvenating 
Great Britain's games business. Games Up? 





Think British games and Tomb Raider inevitably comes to mind. 





It was British developed (Core Design in Derby), British published 
(Eidos HQ is in Wimbledon) and had a British protagonist, the 
Countess of Abingdon. The series is now made in San Francisco 


Braben's games, including The Outsider (above) and popular 
WiiWare title LostWinds (top), have been British made since he 
co-wrote Elite with lan Bell while a student at Cambridge University. 
His company, Frontier Developments, is still based in the town 





champion David Braben (pictured above), the 
co-developer of Elite and founder of Frontier 
Developments (Frontier, Rollercoaster Tycoon 3, 
LostWinds, The Outsider), says the tax breaks 
given to developers in other countries are making 
those nations more appealing than the UK 

Many other countries are now attracting the 
hugely successful games industry, and Britain 





“Many other countries are now attracting the 
games industry. The games industry in Britain is 
being eroded because we're now the most 
expensive place in the world to make games" 


is being left a little bit high and dry in terms of 
support. The games industry in Britain is being 
eroded because we're now the most expensive 
place in the world to develop games." 

Braben won't go so far as to suggest the 
government has been completely unresponsive 
to the industry; indeed, he stresses that Games 
Up? isn't actually asking to have the tax breaks 
other countries – the US, Canada, Australia — 
provide game developers. Rather, 











explains 








re just looking for a bit more of a levelling 
of the playing field. It's not an EU thing — France 
has favourable treatment as well. It's difficult to 
justify working in the UK at the moment because 
there are much more attractive things elsewhere." 
Beyond the issue of cost, there's the drastic 

skills shortage to consider. According to Braben, 
this is primarily because most students are finding 
the national IT curriculum 
insufferably boring. 

Its a parallel thing," he says. 

We're trying very strongly to 
encourage government that we 
can be used to motivate kids 
and students by making subjects 
where there are currently real skills shortages much 
more attractive. You know, 
games are very much ‘cool’, as it were, with kids, 
and can therefore be used as a very strong 
motivator. What we've had is a big fall in 
applications to university courses, which | think 
is a real tragedy. But that's because a lot of the fun 
has been taken out of the courses, and that needs 
to be addressed. The rise of courses like ICT in 
secondary school has caused problems, because it's 
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Its feel for the grimier parts of American 
culture is so polished that many would 
be surprised to discover that Grand Theft 
Auto (top) is а Scottish-made series. 
SingStar (above) comes from London, 
and its success proves that competitive 
karaoke has international appeal 

















Continue 


What's better than games 
by a burned-out pier? 


The best game download 
service? This month it is 


Helpfully gave up lots of 
time to play lots of SFIV 


Quit 


Stop accurately predicting 
future world events 


Time to get rid of some 
high-flying friends? 


They're no International 
Track & Field, are they? 
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ATE MY HAMSTER 


Little-known fact: the name of Lionhead Studios 
comes from a hamster. Our recent trip to. 
the Guildford-based developer brought 
this mammalian nugget from 


Peter Molyneux: "I blame Edge 
for the death of that hamster. 
We only thought up the name 
i of Lionhead because we were 


lost thinking about it and Mark 
[Healey, now of Media Molecule] 
had his hamster called Lionhead, 
and we thought, "Fuck it, let's 
call it Lionhead’, That was in 
the morning. Then Edge visited 
us, and the hamster died that 
afternoon. It was only three years 
old and it keeled over. We thought 
it was some dreadful omen, And you 
thought you'd gotten away wi 
Edge killed our hamster. Yeah, definitely.” 





Grunt work 


Halo's lead Al programmer reflects 
on eight years of ЗО seconds of fun 





ayer can be 


How much of the AI technology developed 
for Halo survived in Halo 3? 


Very little of the code is the 
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"It's not hard to make only three or 

four marines look convincing, but 
when you have 15 you start to see 
that they aren't working as a group” 
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You've said that cracks were beginning to 
show in the original Al design by Halo 3 – 
what were they? 
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And Theater mode lays all that bare. Were you concerned 
when the decision was made to include it? 
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The Call Of Duty series is great at creating drama and has 
enjoyed big sales success, but it doesn’t feature Al on the level 
of Halo's - what does that mean for your work? 

think Bu 
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ances of players never seeing certain things at 
that 
Has the balance of system resources you've given to Al 
changed over time? What's the next step for the Al technology 













We've allotted a pretty steady 15 per се Р you're working on? Initial disappointment that the Brutes would replace Elites as the 

translates to about five millisec That it can play more roles and main antagonists in Halo 3 was quickly silenced when it became 
" ithe "SN e clear how much their pack mentality added to larger skirmishes 

But you'd like more, right? t more social gage in more strui 

When it comes to Al processing aln t entire allotme t Al riding in t 

to line-of- t t whether it's testing v J th known e 
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WEBSITE OF THE MONTH 


One of the administrators of Retro Remakes, 
a Oddbob, has a home that we've somehow missed 
г You're until now. It plays host to a collection of his own 
excellent freeware titles, including the recent 
War Twat (v1.3), as well as those of certain other 
contributors, and a regularly updated blog that 
insightfully comments on both the big and small 
А industry issues from a perspective that's defiantly 
indie and opinionated. And if all the free psychotic 
sra ge, whic blasting gets a bit too much there's even some 
^ soothing photography of Merseyside at one of 
his other linked sites, Lights Out 
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gy is there if you reduce your instruc Mersey Remakes 
One of the most impressive aspects of P=: 


Halo's Al is how distinct each enemy t ее or rds, but natural 
type's adaptation is to a given situation ertain v t ‚ Ж vewewimerseyremakes.co.ukisibber 








Uncharted's lead designer explains 


how Naughty Dog creates new tricks 


or an Englishman who has lived in 

F| California for 15 years, Naughty Dog's 

Richard Lemarchand has retained his 

accent admirably. Having been lead designer on 
Uncharted: Drakes Fortune, he recently spoke at 
the Develop conference to explain how the firm, 
which has no dedicated managers, has developed 
its way of makir 5. The ke 
through dedication to pre 
change, and making sur 
vorks directly on the game to some extent. Here, 
he discusses what that meant for Uncharted. 
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“My role is a kind of director of photography. 

It isn't just framing the shots, it's organising 
the sets, making sure the lights are set up on 
time, and making sure the actors hit their cues" 


Fortune and story 


You enjoy a great relationship with and 
support from Sony - do you think that 

any studio can take up the principles you've 
been talking about? 

| think most studios can embrace many of the 
principles | talked ut, but | don't thin! 
one se у of doing it. How w 
of the f ti 
th е enjoy the со! 
take it for granted 












лаке 





tudio. We аге very lucky 
fidence of Sony, but we don't 
le have to refresh it by 


ct on time and to quality 










delivering the pro 


You said that one of the problems with game 
development comes when a developer only 
sees its project as a product and not a piece of 
entertainment. Have you looked to the rest of 
the entertainment industry for inspiration? 


We certainly study their creative practices, 





especially in concept research and design 

We did a tremendous amount of research for 
Uncharted – our game director, Amy Henning, 

has this enormous library that she spent months 
going through; her desk was piled with boxes from 
Amazon and she watched movies with a notebook 





her knee. That's something that novelists and 
movie people also do, of course. 


Uncharted has a very strong, cogent storyline 
that structures its pace, and yet it's the result 
of fairly serendipitous development. Did the 
story come first? 

Amy wrote much of the story with [designer] 

Neil Druckmann and [lead cinematic animator 
Josh Scherr, but she's also a very good game 
designer, and I think she sees it as a proc 
of leapfrogging — you have some core ideas 











When we met, Naughty Dog had just. 
added Trophy support. It had to do 
very little to implement it, since the 
medals and skill points already in 
the game matched Sony's guidelines 





















The reason Trophies aren't awarded for 
medals already won is that save files. 
contain medal data, meaning that the 
unscrupulous could use completed 
saves to augment their collections 





and mak ame out oj 
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How much did you get involved with 
the story? 


sat in al 






е story meetings а 


and pieces. I've done a little wri 
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director of photography to Amy's direct. 
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that the actors hit hat's a great way f hey can't give tin 

designers to see their work. | spend a lot of 
my time foc on the conc noment-t Europe is now a vital market for Sony. How 
noment realities, such as that a mechanic will well did Uncharted go down in the region? 
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ke to propagate that idea of the game director е than in the US. Europ iked 
the creative lead, the vision keeper ап adventure - 
Copyright ~ triple word score! 
To what extent did your decisions on the What are your perceptions of the kind of [керур of He been targeted 
? ? lawyers acting on behalf of Hasbro, which owns 
design же атак the story? "T goms Europe wants te КЕӨ scrabble, and Кып 
s very hard to tell v h comes first. Really, we alifornia t Facebook in the US and Canada. Rajat and Jayant 
wanted to make a game set in the real world and ме have th Agarwalla, the creators of the application, have 
the pulp а eople replaced it with Wordscraper, a slightly different 
A tile-based word game - while EA and Hasbro have 
nly nakes jur released an official Facebook version. Interestingly, 
e in the Indiana Jones film the official version ‘borrows’ many ideas 





originated by Scrabulous for translating the old 
boardgame on to the web. How many points 
would you get for 'counter-claim?" 


And the way he would swear when a 
group of enemies jump out. 





The team player 


We discuss strategies with the man who moved 
from Microsoft to call the shots at EA Sports 





eter Moore seems to be making waves 
P] in his new role as head of EA Sports, 
dismaying PC fans with plans to reassess 
how EA operates on the platform thanks to piracy 
and competition from consoles. To listen to them, 
you'd think it's just not cricket. We caught up with 
him but, as ever, couldn't catch him out. 


50, no more tattoos? 
Well, the abuse when I went out on stage was bad, 
and I'm running out of places to put them. 


Now you're working for a thirdparty 
publisher, what's your take on the industry? 

| think in terms of pure revenue growth we're in 
an incredibly tough economy, and we continue to 
buck the trend of what's happening to every other 
industry out there — we expect to see huge growth 
again year on year. What enthuses me is you've got 
three consoles holding their own: in Nintendo you 
have a company that is redefining how we think 
about games, primarily because they had to after 
the GameCube. In Microsoft you have a company 
that's very committed to driving a social element 
through Xbox Live. And in Sony you have a 


‘Madden won't be appearing on PC this 


year, but FIFA will. On his blog, Moore 
apportioned the blame partly to piracy 








company that's been through the wars and knows 
what it takes, but it's had a few ‘mea culpa 
statements recently, and its software seems to 

be coming together. PS3 and 360 are blood 
brothers, but the online offering of Xbox sets it 
apart in that world. 





As а Brit, how do you head up a division that 
makes predominantly American sports games? 
I've been here 27 years and I've immersed myself in 
the culture. If you want to understand Americans 
you need to understand baseball, in the same way 
cricket is an embodiment of that old British attitude 
of fair play. 1 can probably talk these sports with 
the best of them. 


No one resents you for being non-American? 
Well, | don't know. | can remember seeing guys 


“If you want to understand Americans 
you need to understand baseball, in 
the same way cricket is an embodiment 
sh attitude of fair play" 





of that old Bri 





come from college football and have a 15-year pro 
career and now they're in the broadcast booth 
That's how long I’ve been here. I'm old enough to 
remember [basketball player] Bill Walton playing, 
barely. I've been here a long time but I've never lost 
my roots - the Premier league, rugby union, the Six 
Nations ~ and the beauty is that thanks to satellite 
TV I can watch anything you can watch. I can 
follow Liverpool everywhere from [the US] 


Are you optimistic about Wii Motion Plus? 
I've yet to get my hands on it and we don't have 
devkits yet [as of July], but there are huge 
possibilities there for sports. Tiger Woods 
notwithstanding — because that's always benefited 
from those long swings that the Wii Remote is 
good at anyway – the level of fine motor skills 

you can now see is exciting. But you won't see 
anything from us this year, unless it's dramatically 
simpler to develop for than | think it will Бе. 





What's your take on the idea N'Gai Croal 
suggested in his recent Edge column for a 
subscription-based, much more iterative 
service for your sports games, rather than 
constant boxed products? 

1 understand what you're saying. We put out that 
disc every year, and there's probably 70 per cent of 
it that, from a core underlying engine point of 
view, might be the same and 30 per cent of it 
that's new and improved. We need to look at ways 
to bring in more consumers, but there are a lot of 
technical hurdles. It's going to happen eventually, 
though that might be ten or 15 years away. | 
always say we'll tell our grandkids that we used to 
drive to stores and buy a shiny disc full of data then 
take it home and put it in a drive and they'll say, 
"Why?" Because our houses will all have terabytes 
of storage built into them 


Are you friends with the PC 
market again after your 
recent announcements? 

I was never not friends with 
them! They got upset. We made 
a business decision [not to ship 
Madden, NASCAR, Tiger Woods and other titles on 
PC in 2008] and | tried to explain it. You can't take 
any of that stuff personally. One guy said | can't die 
fast enough [laughs]. But I've tried to make the 
point that selling things which can be burned to 
disc or uploaded is a business model that is slowly 
fading. The PC is a huge platform for EA. FIFA on 
the PC is a huge IP for us and NHL is the same. 

But that's where the PC is currently a very viable 
platform: rightly or wrongly we've done a great 

job in this industry of telling consumers that games 
are there to be played on television sets. People 
say, “I love my laptop," and that's fine, but the 
bottom line is we have an obligation to the 
shareholders of EA to invest our precious resources 
into building games that make money – and 
we're not walking away from the PC in any 
fashion, but we're going to look at different 
ways of doing business there, and exactly 
what N'Gai said is what we're looking at. 
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Designed to bring the thrill of the race home 
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With Game Mode developed in conjunction with XBOX, 


100Hz Motion Plus? f Yooth motion handling, blur free acti and Full HD 1080p for 
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jives you picture quality so good you > driving seat. Find out г 


иг unique features and picture hancing technology at samsung.com/uk/tvseries 
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Among the many titles in the running 
for the awards, now in their 26th year, 
are (clockwise from top left) Fallout 3, 
Far Cry 2, Mirror's Edge and Infamous 
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Going for 


Vote for the game you want to 58 the Edge 
Most Wanted award at the Golden Joysticks 
















hile the other gongs at the 26th Annual darkness, Far Cry 2; Quantic Dream's visually Jf The Year award. Among the 15 names eligible 
W Golden Joysticks celebrate the high po tunning my for this category are Super Mario y, Grand 
- of the past year in gam Punch's ә IV, Halo 3, Portal, Call Of Duty 4 
3 chance for the prospective big firstperson park ise, Metal Gear Solid 4 and 
tot row tO SCO ard too, as v reinvented Prince Of nline- BioShock. In another year it would be easy 
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abled A 9 
zombie blaster Left 
Resident Evil 5 (s 'ompe! 
And gamers are not short of op 
should win, with half a million votes already cast at 
the time of writing at www.goldenjoystick.com. 
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Master Chief fights off all-comers to triumph 
at the Edinburgh Interactive Festival 2008 


B ingie beat competit h as Nintendo n the li 
and Rockstar to win the Edge Award For the nul 
interactive Innovation for Halo 3, presented 10 ove 








5 easy 
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at the Edinburgh Interactive Fest lo 3 and the remarkably robust n 
The award celebrates the tit the which they are implen we hope 
last 12 months that e ul 3 that this award serves to F dit Bungie 





mark out new directions for the form. 
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FORMAT: 3 





PUBLISHER: E 





New games, and updates on games already on the 


Skate 2 


AMES FORMAT 


Wallace & Gromit's Grand Adventures 


FORMAT: PC, WII PUBLISHER: P53 PUBLISHER: EA 








19% game of road warriors, freaks and wildly swung plumbing 
continues to look way too good to be true, at least on foot. 
The latest trailer combines cars and miniguns to colourful effect 


Flower, Sun And Rain 
FORMAT; DS PUBLISHER: RISING STA 


After two successful seasons of Sam & Max, Telltale switches to 
another problem-solving duo for its latest series. Expect much 
pointing and clicking to join, we're told, ‘contraption assembly 


Fresh from its victory over Tony Hawk's Proving Ground, ЕА high 
roller takes its fight to the law, the fictional city of San Vanelona 
subject, it seems, to a rather inconvenient skateboarding ban 


Battle Fantasia Perimeter 2: New Earth 
FORMAT: 360, P53 PUBLISHER: AME FORMAT: PC PUBLISHER: STRATEGY FIRS 





As if Suda 51's game of bomb-defusal and déjà vu needed any 
more character, the stylus-driven English-language version arrives 
in October. Dual screens aside, the visuals seem largely unaltered 


Mortal Kombat Vs DC Universe 


FORMAT: 360, PS3 PUBLISHER: MIDWAY 





Riding a wave of fighters to last year's arcade shows, Arc System 
Works’ novel game dishes out varying health points based on 
fighter size and agility. Currently due on console early next year 


Dubiously considered the thinking man's RTS by fans, KDV's 
wnarguably clever terraformer switches publisher and tech 
while keeping the ideas fresh. Ground versus water is the theme 


Armored Core For Answer Grand Theft Auto IV 


FORMAT: 36 PUBLISHER: UBISOF FORMAT: PC PUBLISHER: ROCKSTAR 





Presumably newly announced characters The Joker and Green 
Lantern won't be getting their heads punched into lava rivers by 
Midway's veterans. Jax and Kitana, though, might not be so lucky 





No prizes for guessing what the question is. From Software adds If previous PC GTAs are anything to go by, the streets of Liberty 
the potentially barmy ability to ‘cut your way inside’ enemies in should flow with the blood of squashed visual bugs. Don’t expect 
this oddly titled title. It's COLOSSAL’, says the latest press release a shortage of fan-made websites and — uh oh ~ comedy either 
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CUINTERNET GAME OF THE MONTH 


Take a pink box from one area of the screen to another — 
that's all you have to do. And there's a helpful assortment of 
sticks and wheels with which to do it. In Colin Northway's 
physics-based puzzle game, however, things are rarely 

that simple. 

For a start, you're limited in the space you've got to 
build in, reining in your flamboyant imagination somewhat. 
Your contraption may have to pass an obstacle on its way 
to the goal, potentially leading to a compromised design. 


Humps prove particularly tricky, often flipping your rather 
remarkable machine on its back, while low ceilings require 
creeping under in a scaled-down contraption that may cause 
you problems later. 

‘Addictive as these things often are, all the way back to 
The Incredible Machine, it's still infuriating to see your 
wonderful, mass of wheels spin ineffectually in 
mid-air when a slope becomes too much. infuriating, but 
almost impossible to resist. 
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In association with Screen Digest 





Browser MMOG success 

























he money men are circling, The recent 
T) success of a number of companies in the 

browser MMOG sector has prompted 
significant interest from venture capitalists and 
private equity firms looking to invest in this fast 
growing segment of the videogame industry. 
Only recently BigPoint, one of Germany's largest 
operators in this sector, was acquired by private 
equity companies for а sum of around €70m 
(£55m) and it is unlikely that investments and 
acquisitions will stop there. Edge itself recently 
reported on the success of UK-based company 
Jagex, developer, publisher and operator of hugely 
successful title RuneScape, a game that continues 
to grow its subscriber numbers with the release of 
RuneScape HD, a graphically upgraded version of 
the game. If Jagex was to be acquired it would be 
for a sum far larger than £55m 
While Jagex in the UK has been a leading light 





gets investors excited 


Screen Digest analyst Piers Harding-Rolls examines the burgeoning 
browser MMOG sector, and Europe's increasing role in the market 


for the browser MMORPG sector for a number of 
years (Screen Digest identified it as the second 
biggest MMOG subscription title in the west in 
2006 by revenue behind WOW), continental 
Europe, and in particular Germany, has been a 
very successful breeding ground for browser 
MMOG operators in the last few years. Companies 
such as Gameforge, BigPoint, Travian and 
Innogames are some of a new breed of browser 
MMOG operator that is riding a commercial wave 
driven by heavy consumer interest in this sector. 
That Germany is a starting point for many of these 
companies is no surprise given the territory's strong 
interest in PC games and online games services. 
Not only is Europe home to a number of 
leading operators, it also commands a bigger share 
of the western browser MMOG market. In a 
reversal of the mainstream subscription MMOG 
sector, where North America has always been a 


Dofus, developed and published by 
Franch company Ankama Games, is 
primarily pay-to-play, but still offers 
2 limited amount of free content 









more mature market compared to Europe, in 
2007 Europe represented 57 per cent of the 
western browser MMOG market compared to 
North America's 43 per cent. Aside from the 

key role played by European operators in the 
market, the reason for Europe's rapid adoption 
stems from the fact that most consumers with a 
PC and internet connection can play browser 
games. As such, browser MMOGs have become 
popular across a wide number of eastern European 
markets as well as the more traditional 'big five" 
markets of UK, France, Germany, Spain and Italy. 
For example Travian, a very popular MMORTS, has 


While the browser MMOG 
market is still small, it is making 
substantial contributions to the 

overall western MMOG market 


significant numbers of players in Hungary, the 
Czech Republic, Russia and Poland. 

So how are operators going about monetising 
gamers? As a vast majority of browser MMOGs 
are free to access and download (if needed), 
operators are employing 'velvet rope' business 
models that charge for certain elements of 
premium content either through premium 
subscriptions or through microtransactions for 
the sale of virtual items or currency. These two 
primary business models account for a large 
majority of revenue within the sector and are 
currently fairly evenly matched in share (see 
graph). Additionally, operators are also seeking 
ways to monetise free users who have not been 
converted into paying customers, and this is often 
done through advertising. For example, RuneScape 
advertises to its free users using banners around 
the gameplay window. 





Runescape (see feature in E190) uses more than 150 servers dotted around the world. In order to preserve its advertising revenues, the 
game's producers have introduced a rule to prohibit players using ad-blocking plugins to disable adverts on the free version of the дате 


While the browser MMOG market is still 
very small compared to games retail (around 
$340m or £170m last year alone), this sector is 
making substantial contributions to the overall 
western MMOG market, and is set to experience 
strong growth over the next five years. Aside 
from the obvious advantages of using the easily 
available and familiar internet browser technology 
to increase the addressable market, growth will 
continue to be prompted by the expansion of 
services into new markets, the availability of lots 
of content for gamers (browser MMOGs are 
comparatively cheap to produce compared to 
traditional MMOGs) and the use of business 
models and content that are attractive to more 
mainstream online gamers. Lastly, as browser 
technology improves, the ability to create good 
looking and sophisticated content is evolving, 
meaning that the gap between traditional 
MMOGs and browser MMOGs is slowly closing — 
as shown by the recent release of RuneScape HD. 
This new breed of browser games is likely to 
engage the audience even more effectively 
than its predecessors. 2 





Disney's Club Penguin allows you to play for free, but a paid-for 
membership is required to access the game's full facilities, such 
as clothing and hats for your penguin. As the game's audience is 
young and often credit card-less, scratchcards can be bought 


INDUSTRY FOCUS tz 


[Et] 
Western browser 
MMOG market 
business model 
revenue, 2007 ($m) 


Virtual йет/ ^ Subscriptions 





yrrency sale 


MEL 
Western browser 
MMOG market 
regional share, 2007 





Europe El 
North America IB 


Leading browser 
MMOG companies 


COMPANY LOCATION 








en 


www.screendigest.com 


27 





caled down and 

chased from LA, last 

year's E3 was a sad 
affair. With this year's return 
from Santa Monica to its 
traditional home in LA's 
Convention Center, there 
were expectations that the 
flagging trade show might 
have turned things around, 
achieving something of its 
former glory. 1 have to say 
that, despite the switch 
back to its original location, it felt very much like a rerun of 
last year. But maybe it's not the conference's fault so much 
as the exhibitors’ - we simply didn't see much of those long- 
anticipated titles and hardware. 


Microsoft's was certainly the one 
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Famitsu's Koji Aizawa gives the Japanese perspective on ЕЗ 



























! Microsoft may be building 

an t market, but you 
el that SCE has been doing this 
and while that's a credit to SCE 


a risk that 








e concepts a bit 
5 aside, along with the 
draw en Xbox 360' 
avatars and Nintendo's Miis, overall, Microsoft 


roducts amongst 






Final Fantasy XIIf's arrival on 360 was a surprising pieces of news and a boon for Microsoft, êl 
Elsewhere, the publishers’ output outshone that of the manufacturers, with EA's Mirror's Edge upstaging 
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were revealed, there's a feeling in Japan thai 

Iwata's and Mr Miyamoto's philos d 

concepts are now pretty well proven. They would 

never announce something if it wasn't all wel с this autumn 





thought out. Right? erences at ЕЗ 





anwhile, the general feeling about 


was that it is a company with 
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Game/weekly sales/lifetime sales 

Dragon Quest V (Square Enix, DS): 185,061 (864,503) 
n fact, Ubisoft Powerful Proyakyu 15 (Konami, PS2): 86,950 (NE) 
Eiyu Densetsu (Nihon Falcom, PSP): 48,737 (NE) 
Gundam Battle Universe (BNG, PSP): 40,198 (193,378) 
Siren: New Translation (SCE, PS3): 36,341 (NE) 

Wii Fit (Nintendo, Wii): 30,048 (2,365,304) 

Reborn DS (Takara Tomy, DS): 27,732 (NE) 

Wario Land Shake (Nintendo, Wii): 24,291 (NE) 
Powerful Proyakyu 15 (Konami, Wii): 19,991 (NE) 
Mario Kart Wii (Nintendo, Wii): 19,129 (NE) 
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Edge's most wanted 


Mega Man 9 





Let's face it - he's been a bit 
rubbish for years now, but the NES 
games were great. Never thought 
we'd say it, but we can't wait for 
the real return of the blue bomber. 
PS3, 360, Wi, CAPCOM 





LittleBigPlanet 





The ideas keep flowing out of 
Media Molecule, and now we have 
the evidence that the team has the 
chops to realise them. The best 





reason to have a PS3 is nearly here. 


PS3, SCE 


Halo...? 





Bungie's teasing acceptance video 
for the Edge Award for interactive 
Innovation was cryptic, but at least 
stated the fight isn’t finished yet. 


his is one war we hope persists. 
MICROSOFT 








The future of electronic entertainment 


Sim vim 


Do hardcore simulations have a future outside of PCs? 


ace Pro is something of 
R an experiment for SimBin 
Studios, representing the 

Swedish PC racing simulation 
specialist's first excursion into the 
console market since the aborted 
360 version of GTR. At first, you 
might think this is a sign of 
desperation - the dual effect of the 
rampant piracy scarring PC game 
sales and spiralling development 
costs forcing a niche PC developer 
to think more broadly to achieve 
the same profits that it used to 
enjoy. And isn't there a big risk 
that the market for such games 
doesn't exist on the console? 
Forza Motorsport 2 may have 
demonstrated that console gamers 
aren't averse to sim-led racers, but 
Simbin's extreme focus on realism 
is on another scale entirely. 

Such suppositions aren't 
unreasonable given the number 
of big-name developers who have 
decried the impact of piracy - not 
least of which is Crytek, whose 
CEO Cevat Yerli recently let out 
a public groan of despair regarding 
flagging sales figures on PC — but 
the issue isn't one that developers 
are helpless to tackle. Blizzard will 
make Diablo Ilf's default mode 
multiplayer, ensuring that only 
legitimate copies can access the 


Consoles have often been unfairly derided by 
PC developers as the domain of the frivolous, 
and lightweight. However, genres previously 
Thought to be the sole preserve of PCs are 
beginning to look to consoles for bigger sales 





developer's Battle.net service. 
Similarly, Valve's Steam system 
offers a means of reaching 
consumers without much risk of 
piracy at all — a facility SimBin has 
been a beneficiary of with Race 07. 
It begins to look like Race 
Pro's appearance on console isn't 
motivated by the harsh retail 
environment of PCs so much as the 
fact that console gamers have 
proven themselves to be just as 
receptive to many of the same 
genres as PC gamers - so long as 
the controls have been adequately 
translated. Fallout 3, for example, 
is the next step in Bethesda's 
successful experiment to bring a 
traditional PC series to console 
which began back with Xbox 
Morrowind. The RTS genre too has 
made several attempts to bridge 
the gap despite being designed 
around the mouse and keyboard - 
the boldest of which is the 
forthcoming voice-controlled Tom 
Clancy's EndWar. In fact, you might 
challenge the conventional logic 
that there are many genres which 
still benefit one platform over 
another. The hardcore simulation is 
among the last to fall, and SimBin's 
move is no doubt an adventurous 
one, but also with precedent tz 
for great success. 
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Fallout 3 


Race Pro 





Command & Conquer: 
Red Alert 3 


PC 





Crysis: Warhead 


The Last Guy 


Captain Rainbow 
wi 


The Godfather II 


160, PC, PS3 


Multiwinia: 
Survival Of The Flattest 


Gridrunner+++ 


010459 


MotorStorm Pacific Rift 
Tomb Raider Underworld 
360, DS, PC, PS2, PS3, Wii 


Pure 


360, PC, PS3 


Mushroom Men 
The Spore Wars 


Tornado 


bes cocci ERE ERES 


FORMAT: 360, PC, PS3 
PUBLISHER: BETHESDA 
DEVELOPER: IN-HOUSE 

ORIGIN: US. 
RELEASE: AUTUMN 
PREVIOUSLY IN: E179, E189 


Those disturbed by the level scaling in 
Oblivion will be pleased to know that an 
excursion far into the wasteland leads to 
an untimely death from a super-mutant 





s as obfuscatory 


Planescape Torm 
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Vhile it may be Oblivion with gun 

















Like a post-apocalyptic Time Team, 
we scrape back DC's irradiated soil 








5 a first experience of the game, it 





eerged blinking into the sunlight 
from a subterranean vault, and stretching 


before you is a panoramic view of a genuine 





id, the horizon stretching ahea 











tantalisingly. A pathway lies in front of you, 
but as your gaze twitches towards the 
periphery of your vision, there’s the sense 





that you could head off in any direction 


and discover what is out there. 





And then you glance to 


bottom right of your scre 


vards t 








п, and you 








a gun. The cynics were right. Fallout 3 
really is Oblivion with guns 
Bethesda, giving us our first substantia 








hands-on play wit ontroversial sequel 


















beginning, but the 
game. It's 





moment analogous 
‘aving the first dungeon in Oblivion, with 


your previous youth in the Vaul 








ter-creation and training 
In other words, it's the first point 
get to truly define your destiny — and, for 
many, that section was one of Oblivion's hig 
5 possibility. 


the second when а! 


Seeing it reprised here isn't something 
о set alarm bells ringing; it's actually 
enormously comforting. So while it may 


be Oblivion with g 





ins, that label is as 


3 that 








obfuscat 


Planescape Torment was Fallc 








5 as an 





swords and a regenerating corpse 
For a start, the sensation of seeing this 
de-saturated wasteland isn’t one of wonder 





and proto-Tolkien joy. It's a little sadness, 


А Robby-the-Robot-inspired mechanoid adds to the 
retro-futurism of the game, though there are тоге 
obviously sophisticated artificial lifeforms, too 








seeing burnt-out homesteads filled with 
discarded toys — and it's moments like t 
when the power of a more technologically 





is 





le engine is ideal for selling the world 





you. Secondly, while it's Oblivion with 
, it's not as if you have to shoot them. 








9 
While others at our demo session experiment 
with the extremes of freedom available 
opening fire at sheriffs and other meagre 
bastions of civilisation in this post-apocalyptic 
ell - which the game is quite happy to 
accommodate – we choose to approach it 
pretty much straight. We spend a good 
chunk of our time talking to the inhabitants 


of Mad Max 3. le settlement Megaton 





before deciding to take a random quest 
which sends us trudging into the wasteland 











getting embroiled in small-town politics at 
our destination and, in transit, finding a 
few distractions upon discovering an 


abandoned underground station 

In fact, it's only when it begins shootinc 
awry a little. The VATS 
where you use a pause-time 








that the game com 
system 
to call shots at different areas of the 





body of 





your targets, spending a regenerating pool of 
isn't quite all we hoped for. 
When it works, its cinematic shots show the 


action points 


camp ultraviolence off to its best, 
ads dissolving into red mist. When it 








it lea tunately silly 





Sadly, this is mostly showcase 





e of the most com: 






enemies. While a wolf's 


backing о! 








simply charge and leap at 







It remains to see whether 
the VATS system is a genuine 
boon or simply a sop to the 
WE turn-based traditionalists 








sw While exploring the wasteland is seamless, 
entering а doorway to an internal location 
requires a pause while it loads — but it 
doesn't prove overly unobtrusive. As in 
Oblivion, when you first travel to a new 
location you have to walk. Afterwards, 

а quick-travel system becomes available 





Despite being set a couple 
of centuries after the war, 
which fossilised Fallout's 
culture in an iconic vision of 
the 1950s, there's still plenty 
of radiation around. In a 
of the hacking similar manner to Stalker, 
ord guessing is one you must pay attention to 
= co hotspots when travelling to 
attemp avoid receiving a dose. It’s 
er ‘especially important in the 
Р health-management parts 
of the game. Drinking water 
: îs all very well when it's 
game BioShock been purified; however, 
An hour of t " he straight from the tap will 
lead that Geiger counter 
‘to begin ticking. If you're 
more desperate you can 
sip directly from the toilet 
bowl for an even more 
toxic experience. The 
first casualty of nuclear 
war is human dignity, it 
seems. And billions of 
people, obviously. 


you insistently — in other words, 






lose what Vampire: Bloodlines did some years ago 
g that п terms of physic 


t VATS you're shown the traight-headshc 





as an alternati 











range they're lose, mean: 


rious technical options. Special 





when you sel 





must be m 





unfortunat 





sight of your character ber 





king. While 





over and unloading round г 
be 





round into a original Fallouts 





st rur 





ing aga 





st his leg: 
2 then 


And ever voiced game shc 






n it works thei 





qot. К; 





at least with an unskilled ar 





inaccurate character, that 





ff just pointing the gur 





pulling the trigger yours 





here are other mix 





far too early to make a c 








ly better th 





nhabit 





FORMAT. 360 
PUBLISHER: ATARI 
DEVELOPER: SIMBIN 
ORIGIN: SWEDEN 
RELEASE: NOVEMBER 





The preeminent PC race simulator 
specialist turns to the console side 


onsole debutante it may be, but 
€ independent racing simulation studio 
Simbin has been quietly plying its 
trade for several years since its birth as a 





nod team for EAS F1 titles. Carvir 





out 
success and respect in an arena driver 

iterally, by the traditionalist and austere P 
sim racing crowd, which continues to activ 








support elderly yet authentic titles such as 


Grand Prix Legends and Richard Burns Rally 





a feat indeed. The Swedish develope! 








Perhaps predictably, the various 
locations are dictated by the calendar 

of the WTCC, though a pair of US circuits, 
Laguna Seca and Road America, are 
included to generate appeal across 

the pond. No Nürburgring as yet, but 
given that Roos began his racing 

career there, it's no doubt a priority 
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pursues realism with fundamentalist 





zeal, rel e reality of mot 





J or 





to be just as intoxicating as anything 





arcade’ merchants could imagine. Т 





uncompromising approach was neve 
t than in GTR2 
simulation of the FIA GT ch. 
earned a place in Edge Presents: The 100 
Best Videogames last year. 

With Race Pro, Simbin takes up 
mantle 








емде 





з comprehensive 


onship that 








cently abandoned by Code 








in its Race Driver seri 





shooting for bread 





as well as depth. The garage may be stocked 
alm 
vehicles, bu! 


Mini Coopers to fragile, frightening open- 


ast exclusively with race-prepared 








they range from nea 





standard 





whi erformar 






curve 0 е rak 


horsep 





ee ‘Torque sport’). Of course 





the studio's primary hope is to broadside the 





console audience by furnishir 






hysics model far more sophisticated 





»sible than anything players have 





been exposed to before, and one that's 
directly comparable to real racing. "Many 
professional drivers use our games, " claims 
Henrik Roos, Simbin CEO and former GT 
racer in a Dodge Viper, no less. "One of the 
dish Touring Car Championship drivers 


not so familiar with the Anders! 











Circuit, so he used our 


t there, used hi 





e to 





y and find a 
new line. He we 
took pole position and won both 

The obs 





on with authenticity is a ric 

of the 
Race Pro preview code we've seen. Name 

г that takes the time tc 








that runs through every 








another develope 


texture the untidy globs of welding on 








exposed sec of rolicage, for exai 





endemic of a passionate team pulling in a 





le in the 





ingle direction, with 





ernal sure or responsibility beyond its 








wn ideals. "Simbin has a philosophy that 
sid finance our own games,” Roo: 
explains. "We take the publisher in at a very 





ate stage, because otherwise they try to 


Simbin promises fraught, 12-player Live multiplayer 
races and a unique twoplayer hot seat mode for 
local games, in which the Al assumes control of 

the dormant player's vehicle. It's certainly a novel 
replacement for technically challenging splitscreen, 
but having control wrested from you as you're 
sizing up an overtake could be hugely frustrating 


manipulate us and tell us what to do and so 
on. We like to have freedom to create what 
we believe in, and that's that reality is more 
fun than fantasy. Other games give points for 
sliding or hitting things, but we think to drive 
Saleen 57 on the straight and to see and 
hear the vibrations is fun enough. 

Of course, the traditional criticism levelled 
at all flavours of vehicle simulation is that 
they'll require proficiency equal to that of a 
professional pilot to operate, something 
Roos refutes emphatically: "It's not going to 

















= 





be more difficult to drive than Project 
Gotham or Forza Motorsport 
thos 


we've tried 





s is wha 





games. Th journalists always 
write, but we hope that when you have 
sion, you will find out that it's not 
more difficult than any other game, but that 
it is more challenging in the end.” Currently 
the control system is ‘pre-beta’, and not 











implemented to a level at which we could 
ascertain the validity of that claim, but 


Simbin was able to demonstrate the 








of a number of customisable dri 









should soften the c 
lling diff 





ge f 


additior 





le and / 


15, mi 





user-define lenge should, i 


The most accurate baro 





chievable. 






this as c n s Race 
ssibility in 


tablished con: 





Perhaps the 







the 
gine pas: 


sters' Grid maintains а 








thetic, Race F 
direction, rather predictably, dispenses with 
traneous graphical f favour of more 
subtle effects. That's not ay then є 





lourishes, and t 
rubberised р 


ample, demonstrate: 











an aborted first atten 
withstandi 








benefit from extremely fortuitous 


for its console @ Urn 10 quiet 





about its next project, and Bizarre 





tion: 


nounced title f 








direct competit 


manufacturer-back 





players’ lon 
racing titles, thoug| 








Outside of the central WTCC championship, Simbin is not beholden to a particular entry list. The resultant fictional GT 
classes may lack names such as Porsche and Ferrari, but marques such as Aston Martin and Corvette are equally relevant 






Race Pro also marks an uncharacteristic first 
foray into production models for Simbin. 
The line-up is slim, but Top Gear favourites 
such as the Koenigsegg CCX, Audi RB and 
Gumpert Apollo provide an interesting and 
challenging tonic to the endless grip and 
aggressive acceleration of the thoroughbreds 





Torque sport 





Race Pro's stable 

centres primarily on race- 
prepared vehicles, and 
range from 200bhp to a 
frankly туа 1.050bhp. 
The majority of circuit- 
centric disciplines are 
accounted for, with Ды: 
touring, prototype, оре! 

wheel and kit car ped 
all unlocked as players 
progress through the yet- 
to-be-unveiled career mode 
-~ the selection mirrors the 
content in Simbin's most 
recent PC release, GTR 
Evolution. Highlights are 
the flagship World Touring. 
Car Championship, which is 
deeply reminiscent of the 
original two TOCA titles, 
and the three separate. 

GT classes, which are an 
unashamed attempt to 
evoke the spirit of GTR2. 
There is also a coherent DLC 
strategy in place that will, 
over the course of five 
monthly content packs, see 
а return to GT Legends- 
‘esque historic touring cars 
and the addition of the 
Spa-Francorchamps circuit. 




















PUBLISHER: CAPCOM "A ы = - TA l- 
DEVELOPER: IN-HOUSE 

ar ыа Capcom applies the electrodes 
PREVIOUSLY IN: E192 to Resi 4 to see if it twitches 






The most satisfyingly weighty moment of Resi 5 is 
undoubtedly Chris's mighty fist. Uppercutting the axe- 
wielding brute seems to hurt it more than grenades 


Its got a little of the shiny waxworks about it, but RES is still a fantastic-looking game. The only slight 
disappointment is the faintly wooden animation of the infected hordes, which share a lot with RES Ganados 





y now you may v have taken part 


m Resident E 


ged. At the same 








cont 








less unc 
probably haven't forgotten that Reside 








ne of the best games of the 
J has arguably 


d as a thirdperson actioner. 








surp 
After all, controls are only as good a The other significant change is the from your partner, and standing still to 

























































what's been built around ther j Sheva. Fighting through such shoot seems like a suicidal option, since the 
most recent experience with Resident Evil 5 th Al assistance is a completely limitations of the control scheme come into 
has do s that amic for the series, and it splits the play. It's certainly true that it can feel clunky, 
t ypad ar of the seemingly insurmountable mainly thanks to aiming spee 
well represented, along w nt литі emies, opening gaps where allow you to prevail against the I 
the formula you might not expect Though it may seem a little like trying t 
re facing. The most obvious is you to set up traps re make a silk purse from a zombie's ear, the 
nfected. The first area means that your progression (a constant uances of the control system at least add to 
through is relatively given tinual threat of being ıe panic as two infected split from different 
Not enough ghtly more епсїс J) has to always take int je b and charge you 
cash, stranger... Ganado village) and fillec account her position: you'll need her help Aside from these basics, there are all 
times, up to 15 infe j she'll need yours. The command the series staples you might expect. Crate 
There's no sign of him so dis ies hi dias " dee Lie bier: 4 
far, but the presence of gold you, and concentrated use t yet as fully featured as we and explosive barrels return, with the 
hints that we may yet оска fences and gaps, combined p t I eventually allow ус atter packing significantly more oomph 
see everyone's favourite th base fleeing, is the о! ay to sta! to influence her actions mo 1 A slightly slimmer version of ВЕ4% chainsaw 
avelling merchant. On that aj ex x ны : viso 4 de 4 
and item pickups in RES pinpoint headshot battle when you'll be surrounded, cut off will happily slice through his compa 
happen in realtime - that to get to y йе a hulking monstrosity 
is, Chris swaps his weapons Б. x 
in and out of their holsters = with an axe is destined to end many 
with a button press or can wary players' lives. Add in some 
search his equipment by inematic touches, such as Chri 
holding down Y. Series with 1 t 
stalwarts might find seeing ommur with a helicopter pilot, 
Chris crouch down to pick and the hope is tha g and 
up an item or grabbing it twists of Resident Ev ed ow 
from a surface odd - but the 
time it takes to do this ito a more expansive 1g. In short 


Resident Evil 5 is going to be like Resident 





when enemies are running 





for you changes resource- Ev bigger, much better loo 
gathering from a no-brainer > аа 
to a fraught decision. All enemies are capable of grabbing either Chris or Sheva, necessitating some speedy assistance There are also some any more ener 





t a bad prosp 





athletic challenges that need one partner to help the other negotiate. Hardly groundbreaking stuff, but tried and tested Which 
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C | € Сога 
Command & Conqi 
Who would win in a fight between a 
bear and a robot? Answer: everyone 





ime travel is rarely a good military 
т strategy, it seems. The first Red Alert 

game saw Einstein attempting to 
avert world war by erasing Hitler from 
history, only for Stalin to step eage 
vacuum. This time around, the Russians ti 
it'd be a good idea to take Einstein out of 
the equation in order to weaken the Allies 
only to find that this enacts a chain of events 
resulting in the ascension of Japan as a third 
rival to global domination 


ly into the 


k 








Players must ensure they have a force capable of fending 
off ground, air and sea attacks. While many units straddle 
two of these, it’s tricky to keep all of your bases covered 


In practice, what this means is that Red 
Alert 3 sees psychic Japar 
and giant robots join the 
unit types alongside armoured 





se schoolgirls 





ears, killer 





dolphins and, of course, Tesla coil 





part of a series happy to igno 








alities of warfare, Red Alert 3 is as 


colourful, prepostero 





s and e 
game as its predecessors — and lightning fa: 
But the giddy speed with which the game is 
pa esn't mean, as it did in Command & 
Conqu 


decided within ten minutes 





osive an RTS 











r 3, that a multiplayer battle can be 
Red Alert 3 
J-forth bı 





extends the rapid back-a 






rly different 


arenas of air, ground and sea 


ing the 
the latter 
seeing much greater emphasis than ir 
previous games, allowing you to build at 


ea, out 





f reach of your enemy's infantry 


However, many vehicles are amphibious, 


om ground units 
nto planes, making it possible t 


le some can transform fn 





lude 


attackers restricted to other arenas. Working 





exactly what your enemy is building, and 
what arena you should focus on in order to 


ounter or circumvent their efforts, is vita 





and the $ each have speedy scout 
units for this very purpose. 
The increased round lengt 





allows for 


players to obtain higher-level units and 


weaponry. In a single skirmish we had ample 








opportunit 





out targeted st 





y es and 





time bombs — tw 
weaponry unl 


gan 


› of five ti 





iers of super 

cked by accr J points as 
progresses, While the Russians gı 
clunking heft of steam fl 















fronted by slinky Soviet 


Uer: Red Alert З 





One Japanese superweapon, clearly inspired by a genuine 
WWII plan to attack the US, fills the sky with bombs hung 
beneath balloons. They float slowly down on to the 
enemy, giving them a chance to blow them up before 
they land — though they may just pop the balloons 


Volkova, the Japanese high-level units are 
1cked straight from the world of manga — 
King Ono, 





a giant samurai mech with laser 
eyes, is joined by Yuriko Omega, described 
Bill's psycho adolesc 


with the power 





to us as Ki 


Yub 





Gogo 
of Akira. 

an unusual 
advantage in not being restricted to building 
hin a tight radius of their main base 
Instead, they drop mobile construction units 
that can then be deposited and turned into 
buildings anywhere on the map. Useful 
though this is, it gives players plenty of rope 
with which to hang themselves, tempting 
them to overstretch themselves by defending 
multiple locations. The ability to repurpose 





The Japanese also have 




















transforming Japanese ground units for naval 
assault or air bombardment also strains the 
player's ability to micromanage, while lending 
them greater versatility 

These tensions leave room for some 


rather subtle ta e with the 






дат 








atifying bo 
'ompromised on r 


vast, Red Alert З has not 








sance or depth — things 


from a game that 





ou might not expec 





jainst robots, but 





welcome. 


A tastefully caricaturish drawing of a sci-fi 
Japanese empire wouldn't be complete 
without kamikaze units. One high-level ship. 
сап choose to ram enemies, dealing out huge 
damage but scuttling itself in the process 








FORMAT. 360, PC 
PUBLISHER: EA 

DEVELOPER: IN-HOUSE (EA LA) 
ORIGIN: US 

RELEASE: TBA 
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FORMAT: PC 

PUBLISHER: EA 
DEVELOPER: CRYTEK BUDAPEST 
ORIGIN: HUNGARY 
RELEASE: AUTUMN 








Squid brain 


Еул i apite Herel 
was that it took a bit of a 
downturn when the aliens 
showed up. Not only did. 
the levels narrower 


during our hands-on 
session, Cryek claims that 
the alien Al has been 
altered in Warhead to be a 
little more like that of your. 
Korean enemies, hopefully 


encouraging the same kind 
of intense tactical combat. 





Crysis: Warhea 


While Sykes is a more than 


nano muscle suit and twin 


around for such occasions 


d 


Spec ops goes lower-spec, as we drop into 
the nano muscle suit of Sergeant Sykes 


D 


download 
like the company might have twigge! 


legitimate copies of Crysis were 


ї seems 





уг every purci 








defeating piracy is not the only way t 





sales 


only has Warhead, its PC-only 


standalone expansion, been optimised t: 





pecificatio 





run on machines of 
but it has also been 


optimised to the tastes of а more mainstn 


the original game 








ned on the heavily scripted 





audience, v 


high drama of Of Duty and its ilk 








The di as said that this wouldr 








mean that the game did away with the 





roaming expansiveness that has been the 


»allmark of the series. Nonetheless, the level 













dirt track fringed by jungle. The lin 


understandable giver 





ort 








troops on foot 





Dut o 
proved to be more a theoretical possibility 
thai 5 
assa 3n armour and air support 


unately, in the subsequent sectic 
the nano suit's various abilities are put to 


much more use, demonstrating that they're 





Crytek makes the claim that it is 
possible to step off the beaten path 
and circumvent the majority of enemy 
forces. While designed as a more linear 
experience, the jungle surroundings. 
may conceal one or two surprises 


competent killing machine on 
foot, he'll need more than а 


pistols to take on a chopper. 
There's usually an RPG lying 












Crytek's ambition to get Warhead running on older PCs 
doesn't appear to have prohibited stunning, occasionally 
photo-real scenery. It looks even prettier when on fire, 
аз the game gives you ample opportunity to discover 





rhead's 
infantry engagement, a 


just as tautly balanced as in 





predecessor. Op 





hill defence battle that followed the escort 


mission, gave ample opportunity to 
experiment with different solutions. Late 


marine base proved 





ап assault on an a 5 
equally freeform, with the suit's powers 
offering a much greater variety of 
alternatives than simply the choice of 
direction from which to approach 
Warhead certainly piles on the 


pyrotechnics with gi 


giddy eagerness, delivering 


nore earthshaking explosions within the 





short space of ti 
ters attempt over their entire 
courses. If the sequence we played is 

the rest of the game, Warhead' 


tch of protagonist to th 





е few levels than many 
other st 








ndicativ 
aptly monikered 








s resulted in such 





eant ‘Psycho’ Sykes h 





ranked-up, all-out, gun-toting mania that it 





makes Nomad's expedition feel like a trip to 


кеа. How much of that previous g 





tential for sedate strategising, stealth and 





freeform approaches will be axed in 








s remains to be seen. Ви 


when a game delivers such a ready 
supply of thrills, will we really miss it? 2 





" d 
The Last Guy 
Nice guys may finish last, 
but do last guys finish nice? 


t may have taken a while to build 
1 momentum, but downloadable 
distribution finally seems to be 
fulfilling its much herald 





d purpose: 
unlocking developer creativity by limiting risk 
The Last Guy is one of those small, concept 
driven games that would never have survived 
the offline retail environment — but as it 
arrives on PSN, foreshadowed by canny viral 
marketing, The Last Guy has already achieved 





something of a cult status. 

Set after the inevitabl 
apocalypse, the player takes on the role of 
The Last Guy, a single agent of the Un 
Rescue Force, in charge of rescuing as m 
survivors as possible. This action takes the 
form of a score-attack game, transposed 
against satellite imagery – modified for game 
purposes but including many features and 
landmarks of real-world locations. Under a 
time limit, the player roams the streets of 
Tokyo, London and LA searching for survivo 
who join a conga line behind you as you 
make your way to the extraction zone. 

As the queue grows, The Last Guy can 
perform special actions: circling an entire 


mbie 








ted 














VIPs are marked in green on the top-down view, and The Last 
Guy can use thermal sensors to spot where other people are 


hiding. However, those sensors won't be much help when 
trying to avoid the cold, shambling hordes of the undead 


block will provide a bonus, for example, 
and the queue can also be ordered to gather 
n a single spot for a 


period of time. 





While survivors are being led to safety they 
by the zombies and 
ow roam the streets — 
е carefully 


are vulnerable to at! 





other monsters who 
threatening to d 
cultivated queue. 








The use of aerial photography a: 





С FE m. | 
Captain FainDouJ 

When you wish upon a star, will you use its power 
for your own ends, or for the greater good? 





hough Skip's cheerfully offbeat 

games, such as the Miyamoto- 

backed Chibi-Robo, have yet to turn 
into substantial commercial succe 
have garnered the company attention and 
popularity outside of the traditional 
videogame market in Japan. With Nintendo‘ 


s, they 





support giving the developer access to its 
back catalogue of characters, it may be that 
Skip's latest game, Captain Rainbow, will tap 
into the nostalgia of the hardcore gamer too 
Poignantly, however, the characters 
that Captain Rainbow lifts from previous 
Nintendo titles are purposefully obscure. No 
Mario or Link here: instead, Captain Rainbow 
features a roster of 8bit-era bit-part players 
who are at risk of fading from memory 
altogether. For this reason they have all 





t out the legendary Mimin Island, 


sougl 





ng that its mystical powers will grant 
them another shot at fame and fortune. 
Nick 


of heroism tc 


As Captain Rainbow, also known a 








you have your own dream 
fulfil. By collecting the objects scattered 


across the island you're able to call dov 





tar, which, once transported to a sacred 


place, will fulfil one wish. But things are not 
- the island is populated by 

shadow creatures who will attempt to steal 
uaded 
washed-up 








quite that eas) 


the star, and you may be p 


fulfil the of the 








haracters instead of your own. But isn't 


that what true heroism is al 





As well as being a novel repurposing 


of Nintendo's numerous aging properties, 





‘aptain Rainbe 


to 


w promises to be a rather 








sching game, very much in step with the 
warmth and heartfelt characterisation of 
Chibi-Robo. If life imitates art, then Captain 
Rainbow may just give some NES-era 

NPCs a new lease of life. м 






backdrop to such a simple arcade-style 
title may be The Last Guy's only real stroke 
of genius, but there's no doubting that 
this, in combination with its low price of 
V500 (£2.35) and connection to online 
leaderboards, will make it a success. And 





that will mean that The Last 





y is unlikely 


to be the last outlandish idea to make LA 
its way to PSN 


















FORMAT: PS3 

PUBLISHER: SCE 

DEVELOPER: SONY JAPAN 
JAPAN 

ASE; OUT NOW (JAPAN), 

TBA (UK, US) 








The human zombies are the most 
common enemy and will rush to The Last 
Guy when they spot him. Overgrown 
insects patrol the wider avenues too, 
along with giant floating eyeballs 


Eg 





FORMAT: WII 
PUBLISHER: NINTENDO 
DEVELOPER: SKIP 

ORIGIN: JAPAN 

RELEASE: AUGUST 28 (JAPAN), 
TBA (UK, US) 


The game is divided into two phases = a 
talky adventure phase, during which Captain 
Rainbow interacts with the characters on 

the island, and the action phase in which he 
fights to protect his stars from the shadows — 
somewhat reminiscent of foes in Heart Of 
Darkness or Ico. Though you can fight or 
avoid them, if captured you are subjected 

to a vigorous button-mashing minigame 








peat S 
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FORMAT: 360, PC, PS3 
PUBLISHER: EA 
DEVELOPER: IN-NOUSE 
ORIGIN: US 

RELEASE: 2009 


Hush job 





After committing a crime, 
à dial on the HUD displays. 
Bouton you e 


пое пиа НЩ ded Mus 


you'll have to be careful not 
to rough them up too much 
or they may choose to fight 
to the death, ony set 
another crime to conceal. 





The Don gets strategic in a sequel that 
we hope is more than strictly business 


You can choose to hire people into the family, but the 

positions are limited. If you find a more suitable candidate 
for a slot that is already occupied, its incumbent has to be 
whacked - although, underwhelmingly, this is downplayed 








he presentation begins with 


TS a55 





me 





uring us at 
length of the previous game's 





It seems of little importance 
to what we remember: a game that fe 
far short of matching its ро! juggling 
various systems but fumbling their interaction 
with each other, ineptly handling both the 

















staples of gunplay and driving on which the 
game placed too much empha 
To what extent are these failings 








addressed in this most inevitable of seque 
There's still a disparity 
compared to its open-world contempor. 


in graphical quality 








still an over-abundance of explosive 








demands littl 
on of EA’ 
comprehensive existing 


for a licence that 
the awkward insertio 
into the 

However, there are new ideas which 





of it, and st 
storyline 


could potential 
of doughy, malformed GTA replicas and 
amp upon it a unique identity. A strategy 


now organises the player's proc 


ft it from the assembly line 








element 





ess 





— there's a complex arrangement of business 


nterests and rackets that the player must 








take over and run, g 
midation and assassination missions from 
creen, while hiring, 
training and occasionally whacking family 





an abstracted map 





members. You no longer have to be directly 


involved at all times, instead electing to leave 





Monopolising all rackets of a similar kind 
all the 
example, and 


offers a significant perk — take 





gun-running businesse 











your men get body armour. The opposing А! 
can play the strategy game, too. Take three 
out of four businesses, and you'll get heat 





from all the opposing families, hopi 
prevent you establishing a monopoly. 


There's still a trace of the c 





unkiness 


Rewards for side-missions tie back into the tactical game. 
Doing jobs for the crooked DA gives you the power to 
have men from other families temporarily arrested, 
weakening their defences around any key businesses 





The game takes place during the events of The Godfather 
Part Il, shortly after the Cuban revolution, and sees you 
travel between New York, Miami and Cuba as you take 
care of Corleone family business while Michael lays low 


between individual systems — and between 
сепсе and game - that marred its 
predecessor's ambition. Losing a monopoly 
will see its perk instantly vanish; body armour 
Il vaporise, leaving you significantly 
eakened, even if you're in the middle of a 











firefight. Whacking a problematic underling 
simply entails checking a box which makes 
them susceptible to friendly fire - wouldn't 
it be more in the spirit of The Godfather tc 
be able to drive an insubordinate family 
ut to a quiet bridge and throw 
concrete boots in place? Combat 








member 
them off 
too, looks fluid, but the flurry of devastating 
blows that pre-empts snapping a man's arm 
or tossing him through some plate glass 


seems to be more Bourne than Blackhand 
It's perhaps a little jarring against the realist 
didn't Captain McClusky break 


Michael Corleone's jaw with a single, 


fiction — 


unglamorous blow? 

To EAS credit, though the sociopathic 
thuggishness of the GTA model will always 
be an uneasy fit for The Godfather, the 
sequel does attempt to redress this 
disconnect. If its employment of strategy 
can make the player feel like а Don ir 
control of a cr 


me empire, rather than a 


у, then EA stands a chance 
йу tre 


ig The Family with the ы 
t it deserves. 


пе-тап arn 
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GO!VIEW 


Get closer to all your favourite TV, Sports & Movies on your PSP games console 


one month free’ trial now 


Simply Sign up, Download, Transfer and Watch 


GOIVIEW 


powered by sky 





AT. PC 
PUBLISHER: INTROVERSION SOFTWARE 
DEVELOPER: IN-HOUSE 

ORIGIN: UK 

RELEASE: SEPTEMBER 19 


| Multiwinia: Survival Of The Flattest 


With the virus gone, it's civil war among 


ОА the single-polygon people of Darwinia 





Introversion Software has always worn its geek 
credentials proudly on its sleeve, and Multiwinia is 
no different, with its celebration of retro virtualisation. 
We expect that the appearance of Portals Companion 
Cube won't be the only reference to geek culture desig 


Gridrunner+++ 


| Llamasoft is back, and this time it has its 
sights on the twin-stick shooter scene 


FORMAT; 360 


PUBLISHER: LLAMASOFT пагип +++ a disti t visu: ff Mint And it intr: 
RIGIN: UK енй у Эйе 
RELEASE: TBA judgements and ра sto eem to have been waiting 











The Achievements will be as diabolically pleasing as Space Giraffe's. Completing the game on easy mode 
without directing your shots (you'll have to use the black hole's pull to aim) looks like a particular killer е 
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As well as upgrading your Darwinians’ weaponry, crate 
drops also offer up gun emplacements, APCs for quicker 
transport, and missile strikes. Although of little benefit, 
you can personally take control of mounted weaponry 


whole rather 





battlefield as an abstracte 








micromanaging 





jame modes introduce variety. 
nultistage objective, to fuel and 
ап a space rocket, ensures there are many 





ppponents' plans; Assault 





in a heavily defended 








If the screenshots look a little chaotic, that's because 
the game is. There's little concern about clarity, however, 
since each new build of the game manages to eke out 
an increasing visual crispness. Let's hope Llamasoft has 
the time to tidy up a few snaggly bits before release 





in the enemy 


ppropriately named 


end out a line that 





ttaches to your ship and holds it in place. 


ast, and will require 





Phaal, which is hellish — bu! 


tant! at th ы 
simply exhilarating fun. 








4 


00:21 49 








Competitors tend to be strung out тоге 
widely towards the end of a race than in the. 
first game, which means that last-minute 
mistakes don’t result in the lost of many 






MotorStorm Pacific Rift 


Perhaps it’s because of all those thundering tyres 
that this tropical island isn’t such a paradise 


hile the dynamic essence of almost 


int 








the two tracks featured ir 





mplete build we've playe 





ingle screenshot, MotorStorm 
s different. Its rough-an 
hz 
into a mass of cartwheeling wreckage 
ent 
before the player is aware of it. And it 


ар 





ections being thrown 
ods 


you against a sunny 





umble approaci Р 





еп the course str 






to racing mea tp 








mountainsides are less frequent than you 


instant, a mo might hope. Water eff 





dram. are also mut 








in Pacific Rift's screenshots that 






detail becomes apparent: the shac 
that's applied to 
under jungle 
tropical sun on a fender; the way plants 
part as your tyres р 








h vehicle as they p. 





es; the shine of the airbor 





inst 








om. 





ver through th 





In realtime, however, what you tend to 





see is more bland: wide raceways bordere 





by frustratingly sparse vegetation ar 





freque: J metal carcasses 
'opardise your progre: 


ound with subtle to 





nonde: 





cript mud, grass and stone textures, your way and j 
all with a layer of motion blur smeared 








۷ courses als 

















the top. The Pacific island setting is partly to such as small ramps irregularly pla 

blame. Though it offers the promise of lush before a body of water that will ensı 
vegetation and sparkling waterfalls, the bike jumps clear t, thereby avoiding 
reality in Cascade Falls and Raingod Spir being slowed down or swamped, but alsc 


Having previously suggested that 
implementing splitscreen would be ‘a 

performance nightmare’, Evolution has 
somehow lent Pacific Rift a surprisingly 
detailed fourplayer splitscreen mode 












FORMAT. PS3 
PUBLISHER: SCEE 


ORIGIN: UK 
RELEASE: OCTOBER 
PREVIOUSLY IN: E190 





Motorbike and ATV riders stil have the ability to strike 
ош left and right using R1 and L1, a manoeuvre that's 

tricky to pull off but incredibly satisfying as the ragdoll 
body of a competing driver is sent flying from its steed 


t larger vehicles from being able to use 





r to cool down their boost gauges. 








On paper, it looked as if Pacific Rifts new 





uck, would hopelessly 
the existing roster, being both fast 


and heavy. But though it 





overpowe 





happily crunch 








ег almost all opposition and г n the 

traights, it's a beast to get around corners 
vith a wide turning circle and a propensity t 

roll on uneven ground. It's also surprisingly 





fragile, easily taken 
The 
uncompr 


bout the gz 


у merely clipping г 


reens describe it as 





ising, and it is. Early information 





that 





motorbikes would ha: 





е a hard time, severely 









"tation and we 


k and a 


they're just as qi 





easier t 





actually pr t to grips with, 
taking knocks that would have sent their 
riders flyir 


3 in the original game. 


And all the vehicles seem a little easier to 





drive, other than the less-familiar monster 





ugh the handling seems t 





тап jus! 








'ecisely than it did in the original. Overall 


т that Pacific Rift will prove a more 


nothing else, the courses 
will be more distinctive 
than those in the original. 


DEVELOPER: EVOLUTION STUDIOS 





places, but also reduces some of the tension 


CAESAR OS 
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'ORMAT: 360, DS, PC, PS2, PS3, WII 
PUBLISHER: EIDOS 

DEVELOPER: CRYSTAL DYNAMICS 
ORIGIN: US 

NOVEMBER 21 
PREVIOUSLY IN: E186 


REL 





Tomb Raider: Underworld 


She may have blown up her own house, but as Underworld 
emerges, Lara Croft's in no danger of rewriting her rulebook 


ey „2° 








Manor in flames, poses a particularly 
onundrum: how much do you really want 


Tomb Raider to change? It's an issue Crystal 








ancie 1 
e, but sweeping changes 
t 


to tweak rather 











There's a tranquilliser gun this time around to 
placate animal lovers who may be bothered 
by the way Croft traditionally blasts her way 
through wildlife. The grappling hook can now 
bend around corners and be used to abseil 











» Pure 


2 Black Rock lends offroad 
racing a bit of SSX appeal 


FORMAT: 360, PC, PS3 
PUBLISHER: DISNEY 











DEVELOPER: BLACK ROCK STUDIOS. ith its theatrical stunts and ble of 
PREVIOUSLY IN: £190 and heart-quickening snaking hillside 
physical sparring of MotorStorm. But the 


released around the same time 


game, to 


Pacific Rift, 











being lost in its muddy trail, even th 





it's prettier (albeit less ambitious) and more 0002203 
cessible (though it still presents a strong 
challe f its owr 
ue, of course, is that it's also about 





up-close offroad racing 


Pure's relatively f 





negligible difference made by various surface wp 
types, it comes up light in г tricks are 





ees the need to ‘preloac 





rd on t race modes - Race and 





forv 








Pure's tracks feature various physics 
enabled objects lying around that will 





be sent flying it you crash into them, stunts. Successful execution is wit grade 
but they rarely affect the racing itself PURSE s a 

Similarly, any collisions with other Yough you tso 

racers rarely result in a tumble quad if you're still tricking tunt 
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Keeley Hawes returns as the voice of Lara Croft, her 
performance freeing the heroine from a sound that 
seemed borrowed from an uncompromising psychiatric 
nurse readying a patient for a lobotomy, and turning 
her into Mary Poppins’ sexier younger sister 








dynamic: there are multiple routes through 
most sections, far more agile enemie 
vegetation that moves as Croft pushes past 





ough it's rather rubbery and geometr 





and can give the impression that the famou: 
explorer is wading through the plastic plants 





adventuring territory, with artfully derelic 


hailand is fairly traditional 





е, multi-key puzzle 






'uggesting that, anything, Cry: 

Dy е moving away from the 
bit at made Legend so 
forward-thinking, and back toward 





athon slogs of the earlier games. 








singleplayer, it's hard 
the feeling that Tomb Raider is no longe 


the languidly revealed 





way it allows you to enjoy your 











ething 


Whether you favour speed or tricking ability, Pure's 
bike editing mode means that it's easy to tailor a ride 
to your precise needs by choosing from a wide range 
of components that will slowly unlock over time 














de where the Ü points before 
you run out of fue 

Either way, the secret learn e 
hump on the real-world-inspired (from Lake 





v Mexico) but dramatically 





y courses, which are rich with 








overs and alternative п > kne 
from where to squeeze air and tr 
me. And though the handling is a little 





oyably knoci 


>55 one to look 
ring in more detail 2 





ut enougk 





ARMAT: WII 
Ї15НЕй: GAMECOCK 
VELOPER: ВЕР FLY STUDIO. 
RIGIN: US. 

ASE: DECEMBER 














Mushroom Men: The Spore Wars 


The question, of course, is: will it bolete us Combat is given marginally more depth by a hugely : 1 


over, or will it turn out to be a pile of shiitake? simplistic weapon-crafting system. I's very rigid in SE ъс. 


what can be created, but does serve to provide. 
incentives for searching the levels for components 























hile B-movie horror tradition dictate: which to kill the gloop-infected rabbit 
cause of reanimated corpses prowess in combat through a succession of 

small-town America, Mushroom Men posits battles against the ninja-like shiit 

that equally alarming things occur belo mushrooms; another still sees you pu 

the human scale. It's as if Ed Wood had jt activating the M m's arcane 

somehow negotiated a limitless budget to jefence mecha order to break 

adapt The Borrowers: extraterrestrial gloor siege by a rival tribe 

brings mushrooms, plants and all manner е f is 






of creepy crawlies to greater lev 


of 








sentience. Naturally, the result is t 
ght, Е 
different species of fungus t 





warfare, waged at ankle your goal hol 








As Pax, a mushroom of the bo 





you must find your way through 
cavernous and haz 








sheds, gardens and chimi 





aq 


safeguard your tribe from the attac 





evil Amanitas and Lepic 


From wt 


played so far, thes 





dressing for a we 





escribed 





but la 













де platforming playgrour 
The soundtrack, which is partly contributed 
you're encouraged to exhaustivel 





by musician Les Claypool of the band Primus, 
builds up as you complete the level's goals, 
Weaving in new ambient noises and sound 
loops that create a pulsating, syncopated 
rhythm to which the entire world moves 





Objectives are dotted throughout. 





level sees you search the е 


heavy and precariously bal. 


vironme' 





Tornado 


Lots of rubbish that needs rolling up to save the 
planet? Go get 'ет, Katama... sorry... Tornado! 


FORMAT: DS 




















N hiding it: this is the central idea The most obtrusive of th terally PUBLISHER: IGNITION 

autiful Katama » s the HUD. The t bun Is used to OPER: SUCCESS 

Beautiful Kata ski is the HUD. TI used t оазе 
and repurposed for Nintendo ontrol which is whipped up RELEASE: SEPTEMBER 30 

Nothing necessarily wrong with that with circul tions and then directed using 
hardly an abundance of roller c the same. It's a small enough area at the best The tornado has five levels of strength, 
You'd think, though, that giver Fines: aede SURE dn upgraded through picking up lots of trash 
known model there would at least have beer constantly drawing shapes on i 





a handful of lessons learned. Unfortunately, 


to clutter it 





Tornado takes the few faults that existed in 


Katamari, and adds some more. 





The tutorial is rather unwieldy, taking a good five velcon you r some DS 
or six minutes to explain what's really a fairly basic rolling, 
control scheme. Curiously, there's an option on the в N 
main screen to specifically select it, but beginning 

а new game will force you to endure it anyway to doin хе а 





а р ai LA اسا‎ SHOP. 








GOQG WwWwW.war-europe.com MYTHIC 


Entertainr 
by GOA. All other trademarks are the property of their 





Snenane* 


Atmospheri 
con 








LI here is a school of thought 
which suggests that, if 
they are to move forward 

and become taken more seriously 
as an entertainment medium, 
videogames need to have more 
recognisable creatives, that the 


people responsible for making 
them need to raise their profiles. 
We need more Miyamotos and 
Molyneuxs and Bleszinskis, goes 
the theory, to provide better parity 
with the Spielbergs and Lucases 
and Camerons of Hollywood, and 
then the wider world will begin to 
gain a finer appreciation of what 
the medium represents. As a man 
who has gone so far as to put his 
own likeness into one of his own 
games, David Cage, the writer 
and director of Heavy Rain: The 





1ПОП$ 


ме" 





Origami Killer, would probably 
appreciate the sentiment. Саде 
isn’t unique for having his own 
visage pop up in-game (who 
doesn't remember shooting Dr 
Doak in GoldenEye, for example, а 
character modelled on David Doak, 
who worked on the game during 
his time at Rare?), but the head of 
French studio Quantic Dream took 
it a step further than most by 
putting himself right at the front 
and centre of the stage for just 
over a minute of screen time at the 
beginning of the demo version of 
his company’s last production, the 
PC and console adventure game 
Fahrenheit (aka Indigo Prophecy). 
It was, in some respects, Cage's 
own Hitchcock moment, giving 
him the opportunity to talk to 






eam’s dream 


ic tech dem 


camera and directly address the 
audience, temporarily breaking 
the game’Sispell and reminding 
you that there is a human being 
behind it all, pulling the strings. 
During this sequence, Cage imparts 
nothing to the player that could 
not be communicated via other, 
more traditional videogame 


means, but it is partly is 
reason that it makes 
curious impact. Some cal е 


an egotist for doing such a thing. 
Others celebrated this bold 
attempt at playing around with 
the fourth wall, where it wasn't 
а game character messing with 
convention (Sonic had been 
impatiently tapping his foot in 
recognition of an untouched 
controller since 1991, after all, 


ATMOSPHERIC CONDITIONS А 


Bee is finally turning 
to PlayStation 3 reality 


and Sega's hedgehog wasn't the 
first to do such a thing) but a 
member of the game's actual 
production staff. Cage's fascination 
with narrative forms, it turns out, 
is more like an obsession, and with 
PlayStation 3 exclusive Heavy Rain 
he and his Paris-based team are 
attempting to rewrite some of the 
rules of the graphic adventure 
game in bid to bring it back to 

life for a modern audience. 


Listening to Cage present 
Heavy Rain while one of his 
colleagues demos it via a PS3 
Sixaxis, it quickly becomes clear 
that this is intended to be an 
experience for grown-ups, 
rendered in tones that range 

all the way across the spectrum 








from dark to sinister. “| would 
define Heavy Rain as ап adult 
emotional thriller,” he explains, 
"It's a story-driven experience. 

It's told not through cutscenes 

but directly through the character's 
actions: you don't watch the 

story, you actually play it." 

As an adventure game, 
Heavy Rain offers more physical 
involvement than any example 
that has gone before (of which 
more later), and, more obviously, 
a level of graphical realism 
that hasn't previously been 
seen in a realtime console game 
environment. Crucially, Quantic 
Dream's refinements aren't 
focused on making a rock face 
appear more believably craggy or 
а саг bonnet's sheen seem more 
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| 


EJ 


"We worked very hard on motion- 
capture, especially facial motion- 
capture,” explains Cage. “As you 
know, eyes are incredibly hard to 
do; the minute movements they 
constantly make mean you can tell 
whether something is human or 
not. We created a technology to 
motion-capture that from actors.” 

The shaders applied to the lead 
character's eyes and the skin that 
surrounds them also conspire to 
nudge Heavy Rain's characters 
closer to believability. The 


facial details, animated with scary precision 
ت‎ 


EL LAL 


‘open every cupboard and door, 





apparently full plumbing systems even exist 
ич › 
ns that so afflicts 
igital ins has been 
signi icantly chipped away, and we 
Р ed with Madison, а 


character whose facial features, 
though attractive in an expectedly 


ج 





HENS кена ‘The Casting’ 


P "Showreal"). it's unlikely 

3 Cage will make a cameo 
appearance in Heavy Rain, but, 
thanks to the technology on 


` display here, if he did so it would 


be in a manner that might give 
members of his family the shivers. 


Today’s demo is something 
that has been created specifically 
for the purpose of showing off the 
game's visual style and mechanics, 
and Cage tells us that its storyline 
has nothing to do with what will 
appear in the finished game, but 
it is an elaborate production 
nevertheless. The lead character, 





‘So, when you want to turn, you 
don’t make the legs turn, you 
make the head turn first.” 

The way in which Madison 
moves around the environment 
immediately looks unusual, even 
despite Cage having explained 
how it works. We are accustomed 
to controlling thirdperson-viewed 
characters with heads that remain 
fixed forward and in line with the 
direction of their torsos, their 
precise positioning changing only 
in relation to body movements. 
Heavy Rain's system is like taking 
a thirdperson view into the world 
of a character that is being 
controlled with mouselook. 


“Eyes are incredibly hard to do: the minute movements they 
make mean you can tell whether something is human or not" 


unnatural sort of way, also carry 
blemishes that succeed in breaking 
down her artificiality. Ultimately 

it feels like a significant step 
forward for game character 
realisation, and it’s fascinating to 
finally see in a game context the 
sort of work Quantic Dream 
previously explored in its 2006 


SHOWREAL 


If you somehow haven't yet seen 
Quantic Dream's "The Casting’, take 

a look at it now (it's easily locatable 
‘on the internet). "What kept people 
interested was the fact that she went 
through different emotions: from a 
smile to tears to anger,” explains 
Cage of the demo’s popularity. “It 
really convinced us after the success 
of this demo that people wanted 
something different [їп a game]." 


Madison, a journalist, visits the 
house of a man suspected of killing 
several women. Her intention is to 
have a snoop around, take some 
photos, and then write up the 
scoop. As she arrives, Cage explains 
the game's unique control scheme: 
“We want the game to be 
accessible, so we changed many 
conventions. The way to move 
forward is not done using a stick, 
it's done using a trigger. Why? 
When the camera cuts [in other 
games], it changes your reference 
and you can become lost. Here, 
like in а racing game, the trigger is 
always moving forward - and it’s 
analogue so you can decide if you 
want to move fast or not. The 
second innovation is on the left 
analogue stick, which is used to 
control the head of the character. 


“We didn't want the camera 
system to be stuck on the back of 
the character - we wanted a real 
sense of direction," says Cage. 

The team's innovative control 
system is illustrated further when 
Madison approaches a dustbin, at 
which point the game's MPAR 
(Motion Physical Action Reaction) 
system comes into play, bringing 
up information in the lower-right 
section of the screen that tells you 
how to interact with the object 
you have encountered. In this 
instance the illustration shows how 
you must move the Sixaxis's right 
analogue stick in order to raise the 
dustbin lid and look inside. This is 
not merely a case of stabbing a 
button and seeing the appropriate 
action played out: the analogue 
nature of the interface means that 


E и 
this each one different. They form a very 
dark thriller full of twists and surprises: like 

а movie, you never know what comes next” 





ends. “You don't have a gun, а car, solve 
puzzles or deal with inventories," says Cage. 
"You deal with the story in a physical sense” 


е 
ve 
p^ ^ 


you can wind the animation out, 
as quickly or as slowly as you wish, 
and indeed wind it back in again – 
raising the lid, then lowering it. 
The interaction with the game 
environment feels much more 
organic than anything we've seen 
since EA's bold but ultimately 
unsatisfactory Trespasser, but in 
this specific context it doesn't add 
ы up to anything very exciting. No 
doubt such subtlety of control will 
be explored in the game proper. 


Subtlety is absent from 
what happens next. Looking into 
the trash, you see a woman's shoe. 
A woman's shoe casually tossed 
into the dustbin outside of the 
house of a single man suspected of 
murdering women. If only real-life 
investigations were this easy. 
Suitably braced, Madison 
approaches the front door of the 
house, at which point the MPAR 
begins to reveal more of the 
game's depth, throwing up two 
possible options: do you want to 
press the doorbell or knock? Then 
the dialogue system comes into 
play, allowing you to choose what 
to say by tipping the Sixaxis 
towards the desired option. 





Heavy Rain uses splitscreen presentation in 
order to heighten tension: in this case you're е 
able to keep an eye on encroaching danger 
as you attempt to work out what to do next 
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"Hello?" says Madison. No 
response. The MPAR offers up the 
opportunity to look through the 
keyhole or take a peek through 
the grubby windows, Madison 
does both, glimpsing a dark living 
room full of clutter. No one 
appears to be home, so she tries 
the garage door. Locked. She walks 
around to the side of the house. 
The kitchen window looks 
inviting, but it's out of Madison's 
reach. In this instance, Sixaxis input 
is used more crudely, a quick 
forward motion with the controller 
used to kick a barrel into a position 
where it can be used as a stepping 
stone. “Here’s another feature,” 
says Cage. "If we pull one specific 
trigger it shows you what your 
character is thinking - the thought 
system.” Madison is thinking that 
breaking into a suspected 
murderer's house may be a bad 
idea, but she proceeds anyway. 
More Sixaxis motion is used to 
raise the window in order to 
clamber inside. A trigger press and 
more thoughts from the heroine: 
"Оһ, what's that smell? Must be 
coming from the stuffed animals’. 
The suspect, it turns out, is a 
taxidermist: stuffed animals sit 
around the grimy living room. But 
what is this in the fireplace? A 
scrap of woman’s clothing, perhaps 
the remains of something that 
was hastily burned? Could it be, 
possibly, maybe, another clue? 


Upstairs, we find what 
anyone who's ever watched CSI or 


We can hear the sound of a car 
engine pulling up outside. Then 
Heavy Rain begins to shake off 
some of its predictability and 
becomes more interesting again. 
The screen splits into two and in 
опе section we are given a view of 
Madison while in the other we see 
the taxidermist arriving home. 
“We'd better move slowly because 
we don’t want to make any noise 
or he might hear her, and we're 
in trouble," says Cage. A gentle 
press of the Sixaxis trigger moves 
Madison slowly. We hear her 
thoughts again: 'Gotta survive. 

"т not gonna die. I'll find a 
solution. | always find solutions’. 

We see the murderer more 
clearly now, the camera switching 
to a view of him sitting in an 
armchair, turning on the television. 
At the same time, Madison's 
careful progress downstairs is also 
visible. Out of the murderer's sight 
she goes, into the garage and out 
through its door. There is no direct 
engagement between the two 
characters onscreen throughout 
the entire sequence, but the 
framing of the action succeeds in 
building a triumphant level of 
intensity - even when Madison 
reaches her motorcycle and, 
desperate to get as far away from 
this place as possible, finds that 
its engine will not start. We 
somehow resist the urge to groan 
as Cage attempts to heighten the 
tension: “Hurry, Madison, you 
need to leave! Of course, the 
damn engine never starts. 














as detailed as it does 
as atmospheric 


somewhere to hide as she watches 
the murderer approach her 
position. “There are different 
hideouts in the house – 20 or 30 
different places,” explains Cage 
To further build the tension, the 
MPAR dictates that hiding is 
accomplished by pressing a diverse 


“What is interesting is that you can’t change the backbone 
of the story, but the way it’s told is entirely up to the player” 


similar should be expecting but 
which Cage seems convinced will 
shake us to our very core: a dead 
woman lying in the bath, the 
victim's blood spattered all around 
The next room delivers something 
more chilling, but not without the 
distinct air of Channel 5 about it: 
turns out this taxidermist fellow 
likes to stuff women as well as 
animals. He has quite the 
collection here, posed around the 
room, sitting and standing, each 
one positioned to serve а part in 
some kind of demented roleplay. 
"He's stuffed them. Looks like I 
finally got my story," says Madison. 
"Let's take a picture and get out 
of here quickly," urges Cage 
theatrically, “because at any time 
the guy may come back, and we'll 
be in a difficult situation. Uh-oh...” 


"OK, that was one possible 
story," concludes Cage. "The guy 
came back, we managed to leave 
the house quickly - we'll go to the 
police and tell them what we 
know. The scenario will take the 
information and continue to tell 
the story based on what we've 
done. If Heavy Rain was just that, 
it would already be fantastic, but it 
is much тоге... Now we'll show 
you another option, a variation.” 
The sequence is replayed, but 
this time Madison steps on a 
squeaky floorboard as she 
attempts to escape. "Come on, 
visitor, show your face,” says the 
taxidermist, having been alerted to 
your presence. "I'm not going to 
eat you. На ha!” Again, the 
splitscreen motif comes into play, 
but this time Madison must find 


selection of the Sixaxis's buttons 
and triggers simultaneously, which 
clearly puts a strain on the player's 
hands. But the manoeuvre is 
pulled off here, and Madison 
eludes her pursuer, only to mess up 
and end up facing him regardless, 
at which point further MPAR 
actions define a scuffle and then a 
scrambled escape from the house. 
Cage outlines other ways in 
which the scenario could have 
played out. “You could kill him. 
You could hide and call the police 
- they'll arrive and save you, if you 
survive. Or Madison could get 
killed. And this is an interesting 
because if she dies one of the 
controllable characters has died.” 
Cage isn't saying how many 
playable characters are involved in 
the game, or indeed how it might 








segue from one character's death 
to another one picking up the 
story, but he assures us that his 
team has it all worked out. 
“Maybe losing her will offer you 
more possibilities which you would 
have otherwise missed,” he smiles. 
But to reiterate: the particular 
scenario we've seen today has no 
bearing on Heavy Rain's actual 
story content, which Cage 
describes as being like a ‘rubber 
band’. “The players, through their 
actions, can stretch it or contract 
it," he says. “What is interesting 
is that you can't change the 
backbone of the story, but the way 
it’s told is entirely up to the player. 
So they define their story through 
invisible boundaries we set, and 
they see it evolve accordingly and 
see consequences of their actions.” 
We leave the demo pondering 
one of the most unusual, and 
unusually beautiful, games 
we've seen for a long while. It is 
heartening, certainly, to see a 
big-budget production that is so 
wilfully operating outside of the 
FPS/driving game comfort zone. 
If the entire production ends up 
being as polished as its graphics, 
David Cage’s name may yet play 
a part in gaming's push 
for broader recognition. 2 
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— ge good, be bad, and all that jazz. Tired of moral nonsense 
intruding on your videogaming? So is Lionhead. That's 
why you won't believe what Fable II will ask of you 


ГЕ ‘emember when the idea of choice in videogames „become videogames’ future evolved into little more 


sounded impossibly liberating? It's been a while than binary variants and narrow narratives. | 

since that heady concept really conjured ир + ` Fable, of course, promised that for every choice 1 
excitement. A succession of disappointing titles that there would be a consequence - but ultimately only Y 4 
offered'little more than stop-start moments in the midst delivered the same divorced decisions. So you might be | 
of the usual mechanics struck the first blow; the forgiven for a little skepticism about Fable Il, But it's a | 
adoption of this method of ‘choice’ in titles as distinct as sunny day, we're in Guildford playing the game, and | 
Mass Effect and Overlord seemed to set a standard that, prepared for anything except what happens next. The ` j 
for all its competence, never felt anything more than game's creative director begins an impression of Éric = 


standard; the freedom that Elite had hinted could Cartman; “Will you do this good thing and get this 





The combat system is probably the 
most surprising aspect of Fable It foes 
surround you, and quick combinations. 
flow smoothly. incidentally, it has never 
been so obvious that Lionhead employs 
some of t animators in the field 





Lionhead has been surprisingly quiet 
about the breadth of Fable II's world - and 
the subterranean depths of its dungeon: 
and caverns. Expect plenty of Zelda 
comparisons on re though 


BE GOOD FOR GOODNESS’ SAKE = 








The dog's personality is a little simpler than your 
own. but will reflect the broader strokeg of your 
‘own choices: this pooch’s master isa bad man 








they'll get suspicious; disappear behind a wall with 
someone (such as an irritating bard — "I dislike him a 
lot,” says a terrifyingly calm Molyneux, "and so I'm going 








to kill him") and return solo, and they'll wo 
what happened and possibly check it out. By default 
your sword won't injure townspeople ("to avoid 
accidents") but the ‘safety’ is easily tuemed off and you 


er abi 








can go loco. At which point the guards quickly arrive, 
and you can either resist, pay a fine or do community 


service — “which is a whole other thread of activity you 


can go down,” says Molyneux, “but if | don’t do it 
in а certain amount of time I'll become a fugitive.” 

It would be easy to go into detail on how much 
more advanced the physical morphing of your character 
is in Fable I! (apparently, the development team realised 
it may have made a slight error when all of Fable's 
reviews featured screenshots of more or less identical 
evil characters). The biggest change, however, is a 
simple one: you can now choose your hero's gender 
"That was the main thing ! wanted after Fable," says 
Copley. "We prided ourselves on our morphing hero and 
you could be this angelic guy or horrible guy, but you're 
always man, ang | wanted to broaden it.” If you were 
being cynical уой might ifisist this is just a question of 











Carter: "We're funny because it fits and it is meant 
to be entertainment, So Fable games will be, for 
as long as I'm involved, horrendously bipolar 





skins, but at its most fundamental level Fable is about 
people reacting to you — or, more specifically, to the 
character you present to them. In the context of Fable II's 
emphasis on things like marriage, something as simple as 
a gender change can alter this paradigm completely 

and in some ways you might not expect. "We won't let 
you quest while you're pregnant, but we make it very 
quick - it was one of those debates we had: ‘Do we want 
" laughs Copley. "It's about the way 
you morph, the way you develop yourself, the 





a labour minigame 


accessories, the clothes — having the choice to be female 
is about creating something you want to play the дате 
with. You've got a whole living situation there that will 
react to you differently and really tailor the experience. 
It keeps you on the same journey we've carefully crafted, 
but allows you to really be who you want to be." 


That living situation, even in the few short hours we. 





spent with it, is full of little secrets and caves, but what 
really makes it living is the constant NPC dialogue. It still 
has more than a dash of ye olde Fablespeak about it 
(how could it not?) but the occasionally grating 
plumminess of the original has been toned down a little 
and, most importantly, it steers well clear of the pitfalls 
marked "forsooth' and ‘verily’. “It’s incredibly easy to 





write as if you've got a massive stick up your arse, 
incredibly easy, and I've seen so many people do that,” 
says Carter. "Especially in fantasy — good god, you can 
really sound like you've got a boner for yourself in three 
seconds flat.” There’s also no repetition during our time 
in the town, not a single line, and Molyneux is keen to 
emphasise that the 120,000 lines of dialogue have been 














Carter on Tolkien: "He's really dry sometimes and really loves his battles. I love the decades of self-illusion he must have imposed on himself to believe in his 
world and come up with his language. But at the same time | love the fact he believed in himself and his world so much, even if it means he was utterly bonkers 


recorded for precisely this reason. Will that bear out 
after days with the game rather than hours, though? 
"Honestly? I'm sure there might be some you'll hear 
again in your entire play," says Copley, "but we've 
balanced the stats so heavily, and we've so much 
dialogue that it's quite unlikely unless you're hammering 
the same interaction again and again and again and 
trying to break it,” 

While trying to show off a few more specifics of the 
towns, Molyneux also demonstrates something that few 
people would expect: it's all running regardless of where 
you are. Using a debug menu to shoot into the air and 
scan across the world from a vantage point (and 
inadvertently demonstrating far more effectively than 
concept art ever could the stunning range and vision 
accomplished by the art team) you see villagers going 
about their business next to a shop; on a path there's a 
band of.rogues sitting round their campfire waiting for 
an unwary traveller; near the outskirts there are two 
children rünning around each other. At this point, the 
player character isin a different part of Fable Ifs world 
in another town: the simulation is running seamlessly. It's 
not particularly heralded by Molyneux (though he does 
Insist that “this is simply how it has to be”), but more so 
than anything else shows the ambitión and scale of the 
project, and hints at something more than exaggeration 


‘Carter: "We're very influenced by the landscape 
around us, and my landscape is one of foxes and 
badgers and mice and voles and not things like wolves 
and lions and great bears. I've never seen those уту» 
in my Ме — why would | make а game about them?" 


behind Carter's assertion that “it’s ten times bigger 
than we thought it would be." 


It's also a world that looks and feels very British, 
something not common in today's big videogame 
productions, John McCormack, Fable I/'s art director, 
recalls that "at Big Blue Box [the company that began 
Fable before being assimilated into Lionhead] we had a 
place next to a canal and bridge, forests and fields. You 
couldn't help but be influenced: you just look out and 
there's a guy going under a bridge ín his barge with a 
forest behind him and a castle away in the back. When 
you're doing the art, that comes to seem natural апа 
deliberate – because nobody else was touching it." 
Copley adds: "There's this sense of humaur — ] was going 
to say Pythonesque but it's not, it's different —we've 
always made this series not to be serious about. It's 
something you have fun with." 

McCormack also points out that the look of the game 
is as much European as British, párticularly with regard 
to its architecture and creatures. It's a fair point. More 
importantly, despite the fantasy genre being vastly 
oversubscribed, you can easily identity a piece of artwork 
as belonging to the Fable series. And 'belonging' is a 
crucial part of identity. "No-ofcs, no goblins, none of 
that," begins McCormack. "We try to think more 











Down, boy 
The dog is a singularly curjous and 
intriguing part of the gamê, not 
helped by the fact that in this build it's 
darting around like it's on amphetamines. 
Perhaps its best trait is never obstructing 
от bumping into the player, despite the | 
constant proximity, closely followed by a | 
barking curiosity that finds something | 
everywhere: whether walking through | 
i 
| 


forest, marshland or town it'll always 
sniff interesting things that are out of 
the way and try to attract the player to 
гу. If that sounds 
irritating adjunct to a gam: 
{it’s not), у 
that most aspects of its person 
be accentuated or attenuated through 
some simple training: the dog's 

personality is cruder than the play 
although certain traits are directly 

informed by your own behaviour, such as 
aggression, the majority of its behaviour 
can be fine-tuned. 


Ike the most 
aginable 
АП be pleased to discover 





its disco 
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for fable I Lionhead created a 
basic plot before hiring a team of 
professional scriptwriters, and once 
in possession of the finished script 
organised a complete runthrough = 
with a film director and six actors, 
simply to act аз а guiding resource 











"We wanted to keep that sense of lushness that 
Fable had," says McCormack, "Even though it's a 
much more open space, | think we achieved that” 








Site g 


supernatural: let's take the basic idea of being a small 
nasty creature; why not write a story, like they're really 


little children that have been possessed and live in caves? 


Everything has а reason for being the way it is.” 
McCormack's time showing us the game is vastly 
different from that with the other members of Fable //5 
team - panning into a foggy graveyard, his glee at the 
chunky headstones, crumbling brick and d ic details 
that characterise it is obvious. "It's one of tHose places 
that, even though it’s not central in the story or 
anything, you know that graveyards are inherently 
spooky... It’s a labour of love for us because we were 
all so into it.” He admits that the art team is ‘eccentric’ 
and that's perhaps why the visual style of Fable has an 
edge to it: "We are geeks, and we play the fantasy 





games and really love them, but we wanted to do 
something maybe more European: the Brothers 
Grimm fairytales, the dark stories." In the planning 
#ages Carter benevolently forced on the team works 
like The Company Of Wolves and Jim Henson's The 
Storyteller. "We were sitting there with our mouths 
open, thinking: ‘Nobody's touched this’. | mean, films 
have, but no one in games,” recalls McCormack 

That hints at what really sets Fable apart from 
superficially similar titles: it's much more fairytale 
than fantasy. "There's something fundamentally 
different between them,” says Carter. “Fairytales are 
about vagary, they're about very clear moral themes, 
they're about very specific and understandable bits 
of imagery, and then letting your own mind fill in the 
rest." The distinction is so much more than semantic 





The subtleties this time around include the idea of purity and corruption: 


-the gentleman on the left is a purer breed of evil than his companion, What 
‘makes you corrupt? Well, drinkingtoo many beers certainly makes a start 
wv 


am 


it goes to the root of why people ünquestioningly 
accept ‘standards’ when it comes to the genre that 
should be the least standard of all. “When Tolkien 

was writing The Lord Of The Rings, for example, all 

of their background is fairytale and that meant that > 
I'm sorry for using a pretentious phrase = it had a kind 
of truer heart,” says Carter. “Everybody seems to have 
gone: “Years and years of folk tales and mystery and 
magical mirrors and iconic things are completely lost 
Look, orcs!’ Everyone works with ores: They're Tolkien's 
invention, why are they in your world? Why do they 
belong there? I'd rather use those totemic images = 
things that you almost kind of half remember from 
childhood. It all comes from childhood images, really. 
That's why you so oftert get this childish layer over the 
top of it: people use these things without understanding 
where they came from.” 


At this.point our time at Lionhead is drawing to 

a close and the day ends, as it began, with Molyneux. 
Fable II's development period is the final topic of 
conversation: “I've learned a hell of a lot as a designer. 

| came out of Fable in a pretty desperate position with 
the PR and the hype almost getting out of control, and 
there was this..." Problemi? "I didn't think people would 
care about acorns growing into oak trees! And that was 
never meant to... it was a feature we had in the game 
and we could do it but it was an insane, stupid feature 
and it took up so much time; and I cut it in the blink of” 
an eye. And that became'such a focal... such a... that 
really fucked what people thought of Lionhead. And 
me and the way | talk to the regs” 


It's a situation about which Molyneux may have 


become obsessive. Tellingly, it's the only section of 
the interview in which he curses. “I felt | had to stop 
making games that were just a collection of interesting 
features that people like talking about and journalists 
like writing about but actually, when you get down 

















to playing, it is just that — а mad collection of little 
fucking features that don't actually, truly, fit together 
in any way. What it is, is learning that I'm not making 
Populous any more where the story didn't matter a jot 
Those games were about the core gameplay and that 
carried the whole game: Populous was 500 levels — you 
went from one to 500 and that's it, that's the game 
We are making entertainment now, and entertainment 
is all about how you feel at the last word of this story. 

I had to realise as a designer that | was making things 
to entertain people and that story and drama and 
memorable moments in a game are as important as 
ambient orbs and crime systems and getting married 
and having kids. Perhaps far more important.” 

It’s tempting fate to end by saying that Fable i 
looks like it might be the game Lionhead has always 
threatened. “We finished Fable with so many ideas for 
stuff we could go on to do, and now we feel we've 
realised a lot of that - it’s all come together,” concludes 
Copley, “We've really worked on our story, and | think 
that’s the major step forward and why we're all so 
much happier with Fable II." 

The overriding impression we're left with? It's not 
the story, or the graveyards, or the morphing, or the 
reactions of the NPCs, or the dancing, or the combat, or 
the vistas, or the dog, or the monsters, or the dialogue, 
or the minigames, or the co-op, or the swords, or the 
magic, or the meadows, or the buildings, or the 
expressions, or the crannies, or the guns. All of those 
things have their place, but the one thing that really 
leaves a-mark is a stark image. It's just a little bar being 
reduced in size. It's something that, after everyone's 
played it, will become a new milestone for how games 
make their choices, and indeed their stories, matter. 
It's as simple as beginning to hit the player where it 
hurts. it looks like Lionhead has. And what do you 
know/it always was as simple as making sure that 
every choice has a consequence. 
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А ае 
Only in... Britain? 
Fable fs gne of very few modern games that feels identifiably 
British entertainment is a little bit unique in the world,” begins 
irreverence that we, as a nation, take to our creativity. I mean, lf you look at music, punk could 1 
and this isn't knocking the Americans, but I think they have a 1 
hey would just not do certain things. They're so led by focus 
ГА is made in Scotland, despite it having so much 1 | 
who else but the British could have done someone like Nico, this  // 
ridiculously evil? L don't think Americans would even go down that route, | | 
‹ 
| 
| 













iconic character who 




































You can think of examples instantly — Lego Star Wars, | mean, god, can you imagine an American | 
poking fun at Star Wars? Even the thought of having little Lego characters, they wouldn't do it.” 
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Will Wright wants you to fall in love with science. 


We talk to him about the motive that underpins Spore, „` 
his sprawling simulation of life, the universe and everything Ce е 






























owards the end of our time at Maxis, we 
‘Ti find ourselves talking with the studios 
Jer, Will Wright, about his lov 
001: A Space Odyssey. Spore 
the 








fou 








Stanley Kubrick's 
Wright says, is a game partly inspired b 
magnitude and subject of that earlier project – the 
om survival in a rock 








player 









to gal. 


continuously refocuses to capture the ascent of life, 


c conquest just as Kubrick's camera 


from 





each of its 
through a gai 








nut of increasingly complex game 
mechanics. Starting with a Pac-Man-like fight for 
survival at the cellular level, the game quic 
ntroduces a three-dimensional landscape for your 
emergence on to dry land at the creature sta 
before giving you increased social abilities at the 
tribal stage and RTS 


The final space phase 
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ended mixture of demanding strategy game a 
bility to shape worlds and 
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sandbox, where the 
their inhabitants is er 
r suckers, as the case may be 





tirely placed in your hands — 


or ch 








с backstory to 2001 was that the 


nid the monolith went around the 


SEPTEMBER 7 
E151, E164, E181, E187 


galaxy discovering species and trying to give them a 
nudge in the right direction to become intelligent, 
Wright explains. "And for them that was the most 
endeavour they could do. And that's the 
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same in Spore — push this intelligence 





ing you di 





ain and again into the galaxy. 


But as comparab! 





Spore may be in its matter 
ant from 2001 in aesthetic as 
uld possibly be. Kubrick's use of scale was 

matched by a profound emptiness; the importance 
of intelligence in t 


and scope, it is as c 














зе universe was underscored by 


ts rarity, constantly overshadowed by the threat of 
terrible loneliness. Wright's game, meanwhile 
dense where 2001 is sparse, splitting at the seams 





with life — nearly all of it created by other people 





playing the game (see 'Share trade’) 


Nonetheless, it is not as hyperbolic to suggest 
f Spore's ambitio 
t the manner of its execution, with that most 
ns. Wright, like 


Kubrick, has attempted to in some way depict the 


some shared DNA in the scope c 








evered of cinematic creatic 
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encapsulate 





drama of astr от survival of the fittest 








through so 


iology to the principles of terraforming. 





st whereas Kubrick's love of science manifested 





visualise the social dynamic 

































of apes and future technology with rigorous fidelity, 
he sees Spore as a platform to enthuse players about 
topics with which they wouldn't usually engage. 

"I'm not really trying to educate, Nright. 
batting away a common misconception of his taking such a broad view, the depth is compromised 
games’ purpose with some finality. Не an intense to the extent th 
speaker in person, alternately delivering ideas ir misleading. In repre 
short, abrupt bursts and eloquent lectures in a way 
that makes the interview feel rather more like an 
energetic rally than an easy conversation 

I'm trying to motivate people to get interested 
in these subjects,” he continues. "But, as you do 
research, you realise just how in ssible these 
ts are. They're buried in laye 






gestible form, Spore's scope exce 
evious games. We ask if there's a ris 
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What you get from stepping back and looking 
at all the different fields, all the different 
scales, is a very valuable perspective" 





terminology, segmented out in their academic fields 





erstand evolutio 





A lot of the interesting science is inter-disciplinary, we're misrepresi 





and academic institutions tend to 
The geologists never talk to the 
never talk to the biologist 
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some really interesting intersections betwe 
things. What you get from stepping back and 
looking at all the different fields, all the different ago 
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When we first started working on 
the game, Will's idea was that much of 
the sharing would be under the hood,” says 
producer Caryl Shaw. “We call it pollination. So 
all this content would come from the server and 
all the content you created would go to the server 
but you wouldn't really have any way to look at it 
But while we were making Spore, sites like Flickr and 
Facebook were on the rise. We realised that people 
would want to be much more active in sharing 
things ~ they would want to see each other's 
content and share it. So if | like a creature | can go 
to the Sporepedia and see all the other things 
that its creator has made. Or I can see the 
achievements that he's obtained while 
playing, and I can go іп and add 
them as a buddy or subscribe 
to his content 
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the cosmos - sets the game at a distance from the 
superficially mundane urban setting of The Sims 
or SimCity. 

It's a different sell," says Wright. "I think 
[people's attraction to The Sims] was about 
accessibility. A lot of games are typically built on 
these fictional worlds that assume you have read 


"When players talk about powerful 


@ 
ould jun,” says Bradsh. 

fee! like when you're a kid and making a huge sand 

the next thing you do but.rumitip and smash it to smithereens? 


eerie than putting yourself into a futuristic space 
adventure fighting aliens. Spore really is about 
pulling an imaginary world out of the player as 
well. it's not the story of their life, but the creatures, 
buildings, cities and planets are all things that the 
player created, and they can look back at it and 

Say: “Wow, this whole world emerged from my 





experiences they had in other games 


they never describe the cutscene they saw 


JRR Tolkien and that you know what an orc is. There 
are filters that require you to be fascinated by World 
War Il or soccer before you can even begin to play or 
understand the premise of a game. A player of The 
Sims innately has enough experience to understand 
what the ground rules are because everyone needs 
to eat and sleep and get jobs and have friends. 

Yet, as Wright goes on to observe, very few 
games seem to make use of contemporary reality a 
a setting, despite its overwhelming prevalence in TV 
films and books. Just why does the medium esch 





the accessibility of the everyday world in favour of 
space commandos and elves? 

| think games started out in the interior 
reptilian brain which is about fear and aggressior 
and adrenaline,” Wright responds. “It becomes an 
arcade experience — action-oriented. And over time 
they begin to move to the outer layers of the brain 
where we're actually getting deeper thought and 
things like philosophy and more subtle emotions. 
Also | think games were seen initially as this kind 
of Walter Mitty experience – wouldn't it be great 





to be a captain of a ship, or save the universe? 
We've always thought of games on the level of 
escapism, this desire to be someone else other 
than who | am – never games that | could make 
about myself. But in The Sims one of the first 
things people do is they put themselves in the 
t's this weird, 
ct 


game, their family, their house 





almost spreadsheet-like experience, an abstra 


caricature of their real life that is almost more 





imagination as opposed to the imagination of 
George Lucas or someone else’.” 

It's this absence of a driving, predetermined 
narrative that unifies Maxis’ games — instead, they 
give the player the opportunity to create their own 
stories through the mechanics of play. For Wright, 
the idea of channelling players through a fixed 
narrative goes against the grain of the medium. 

When players talk about powerful experiences 
they ha 
cutscene they saw 











her games they never describe the 
ch other,” he says. "They 








describe something unique that they've done or 
discovered in the game. If you sit someone down 
in front of The Sims, even someone who hasn't 
played it before, they would inherently be mappir 
a narrative over the top of the play ехрегіе 
they turn their play into a story. Story is just a way 
to encode an experience that you had in a way that 
has specific causal linkages revealed. And if you link 
all the stuff that happened in a causal chain then 
that becomes the story. 








ce. So 


The question that continues to hang ove! 
Spore is just how many uniqui 





experiences a player 
will have, and whether these will be remarkable 





enough to make good stories. Already those who 
have played the game are swapping tales 
Developers at Maxis recall being attacked by 
something resembling a giant whack-a-mole table 
a fellow journalist ta 





of the time he saw two 
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races of chair-like beings engaged in bitter warfare 
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Maxis’ animation team numbers just three 
While this seems absurdly small for a m 
title, Spore's use of procedural animation ге 
quite an unusual skillset 
"The traditional animator is taught to wo 
particular character and skeleton," explains Br 
"With us, the animators don't know cre 
skeleton is going k like. They don't knov 
mouth or anything is going to be 
they still ne 
н 






or the anima 
hills" up 


might tell you about the time we laid siege to 

a city whose buildings all resembled toasters 
Pointedly, however, most of these stories don't 

find their origin in gameplay, instead recommending 
the power of its editing tools and the fact that 
Spore's content-sharing system populates your 
universe with the many and varied creations of other 
players. How long will the novelty of surreally 
juxtaposed creations last, you wonder, and are 

the mechanics of play themselves suitably 
complicated for other scenarios to emerge that 

are worth retelling? 

Even if Spore only manages to succeed in one 
facet of its staggering ambition – if it is only а 
brilliant toy or a comprehensive creation tool rather 
than a fulfilling game — then it will have achieved 
something worth noting. Already the vast number 
of creations, now well exceeding the number of 
known species on Earth, suggests that Spore has 
set a new benchmark for accessible editing tools 
and sophisticated content sharing. There remains 
much to admire about Wright's determination to 
create a brand that promotes a playful and personal 
approach to science. 

“And not just one science, but all of them,” 
says Wright, talking of what lies next on the agenda, 
luding future Spore products outside of games. 
A lot of people think that science is something 
опе in a lab by people in 


something that's not a very personal or t2 
creative experience — but it can be." 
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| Y| way it chooses to talk to its customers. In. 
1985, all Nintendo needed to say to conjure 
up the exciting world of home videogaming was 
the boyishly simple ‘Now you're playing with 
powerl' Travel forward 20 years, and things are a 
little more complex. By 2006, one of the taglines 
chosen to introduce the company's latest multi- 
million seller was the catchy ‘Can you remember 
what you had for lunch the day before yesterday?" 
It's the kind of approach you might expect from a 
dentist or a dietician more than the legends who 
rule the house of Mario. It's just one indicator 
among many. Nintendo has changed. 

And it has the bank balance to prove it. The 
company sells consoles as fast as it can ship them 
and its stock is flying high, no surprise given that its 
profits for the first quarter rose by 33.7 per cent to 
а head-spinning Y107.3bn (£507m). But, as with all 
transformations, this rebirth has come at a price. 
There may have been glowing write-ups in tabloid 
newspapers and lifestyle magazines, but there have 
also been rumblings of discontent from deep 
within Nintendo's traditional heartland. Many 
lifelong videogamers are not pleased by the 
firm's new success - they're feeling forgotten. 





A look back at a little history proves just how 
unexpected Nintendo's new success has been. The 
company's recent, dramatic upswing in fortunes is 
the result of a strategy that may have been 
percolating deep behind the serene white facade 
of the firm's Kyoto offices for some time, but the 
first observable signs that the name behind 
hardware such as the Power Glove and Virtual Boy 
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phenomenon, shifting tens of millions of units and 
many more millions of pieces of software to plug 
into them. Looking back, the success of the 
console seems inevitable, but the simple truth is 
that few outside of Nintendo thought it was going 
to make quite such an impact. Most industry 
pundits thought the sleeker PSP was going to 
flatten this underpowered oddity with its strange 
mish-mash of features and bulky casing. Sony's 
hardware has turned out to be far from a failure, 
of course ~ it's just that the astonishing success of 
DS sometimes makes it look that way. 

Observers were cannier by the time Nintendo 
fully revealed its Wii strategy at E3 2006, but only 
slightly so. The odd choice of name was still 
provoking suggestions that the company had gone 
quietly insane, and Microsoft was so certain of the 
device's inability to compete with Xbox 360 that it 
took the unprecedented move of suggesting that 
its userbase might like to buy a Wii alongside its 
own console rather than dirty themselves with a 
PS3. Microsoft is not suggesting that any more. As 
Wii hardware shortages continue, Nintendo's sales 
figures have sailed past Microsoft's own, while 
Xbox 360's interface is undergoing surgery to bring 
it more in line with Nintendo's vision. Not bad for a 
console that once struggled to shift its perception 
as a GameCube in a different-shaped box, which 
had initial thirdparty support so thin that to fill the 
allotted time in its E3 press conference, Nintendo 
had to sneakily show everything twice. 

But, as long-time fans might grumble, at 
least the company was still showing games 


back then. Come 2008, despite an outing for 
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Shaun White Snowboarding and a new Animal 
Crossing, Nintendo's E3 press conference painted 
a picture of a company on the brink of becoming 
a fully fledged lifestyle company, each new reveal 
almost as likely to be a new kind of lawnmower 
or innovative smoothie-maker as a videogame. 
That the climax of the event was not a new Mario, 
a Zelda or even — as some more optimistic types 
had dared to hope - some new incarnation of 

Kid Icarus, but Wii Music, a digital toy with little, 
besides the format, to tie it to the world of games 
at all, spoke volumes. 

The content of the conference was perfectly 
acceptable — it was just directed at the wrong 
audience. These were messages for the mass 
market rather than an increasingly jaded 
videogaming community. It became clear that 
Nintendo had manoeuvred itself into a position 
where E3 no longer puts it in touch with the 
audience it is truly trying to reach 


For over two decades, Nintendo has been 
synonymous with the best in videogames - even 
during the GameCube era, when it was desperately 
attempting to capture as much as possible of a 
market that seemed to have grown tired of 
jumping on mushrooms when it could endlessly 
restage the Normandy Landings instead. Now it's 
back on top, it seems unable to please the very 
people who once cheered for it when it was being 
written off. With mainstream consumers forming 
lines around the block, why is Nintendo now 
struggling to satisfy hardcore gamers? Here, we 
look at ten factors that lie at the heart of the issue. 





party. 
that | am aware of in the games business. 
he has this respect and power undeniably gives 
him a huge influence on the direction of 
Nintendo as a whole," 

And, as Miyamoto ages, his preoccupations, 
and therefore his influence on Nintendo, also 
change. Pikmin ~ an RTS game based on the 
distinctly un-childish joys of gardening - was the 
first sign that his focus may have been shifting, 
and since then we've had the chance to enjoy the 
fruits of his other emerging interests: pet dogs, 
exercise, and now music. And naturally all of the 
time Miyamoto is spending turning his grown-up 
interests into Nintendo software is time he isn't 
spending overseeing development on the new 
Zelda and Mario titles Nintendo's more 
traditional fans demand. 


e Nintendo is not, actually, 

a videogame company 

Or, to put it another way, by leaving hardcore 
gamers behind, Nintendo is being entirely true to а 
120-year-old strategy that has seen it move from 
making playing cards through to running taxi 
companies and TV stations, and selling instant rice. 
In one respect, this is a company that owes its 
audience another Mario game no more than it still 


Nintendo can continue with a more serious mission: 





i NINTENDON T А 


But time and money may be only part of 


“Projecte often spring off the back 


of a single Miyamoto eugge 
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giving shareholders a return on their investment. 

The ultimate proof that Nintendo is moving on 
again may lie with its branding. The average 
Nintendo advert now looks like a BUPA infomercial, 
and is just as likely to be tucked in among the leg 
waxes and perfumes of Cosmopolitan than the orcs 
and space marines of a gaming magazine. Brain 
Training has even made it into the pages of the 
Daily Mail, where videogames are most often 
discussed in terms of how they are proving to be 
negative influences on modern youth. 

Our insider observes: "It seems very obvious 
with hindsight, but from the SNES through to GBA, 
Nintendo were essentially feeding their own fans 
and no one else. Whilst projects like the GB Pocket 
Camera, Mario Paint and the N64DD all seemed to 
be outside of the norm, they were still aimed 
squarely and exclusively at the standard userbase. 
That can't be said of the Wii or DS." 


tlon, 
pment" 


the problem. The staggering size of its past 
successes, coupled with the nostalgia-space it now 
holds in the folk memory of an entire generation, 
means Nintendo has to walk a difficult line 
between the innovation fans demand from a title, 
and delivery of the traditions those same fans want 
even more. In circumstances like this, the repeated 
criticism aimed at some of Twilight Princess' 
mechanics and set-pieces — that they were 
beginning to feel a bit musty — should have made 
Nintendo's internal dev teams jumpy. With 
familiarity finally starting to wear thin and extreme 
reinvention costly and exceedingly dangerous, it 
must be hugely tempting to try something totally 
different. After all, when you've had to shoot 
Mario into outer space in order to find a new 

spin on the formula, where do you go next? 
Suddenly Wii Music, centred as it is on a topic 

with supremely broad appeal, makes more sense. 
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Деке Nintendo games for 
hardcore gamers is easier 

It's ironic that a title with so much maths in it 
should lead to such a simple calculation for 
Nintendo. Dr Kawashima's Brain Training took 

à team of nine developers 90 days to make, and 
since 2005 has sold over 13 million units. Taken in 
isolation, Super Mario Galaxy's six million sales 
stack up nicely, but when you actually sit down to 
do the sums, Brain Training is what some would call 
the no-brainer. Given the data, if this were any 
company other than Nintendo, the prospect of it 
never again going through the pain of a big- 
budget title would make a great deal of sense. 

Nintendo dislikes the terms *hardcore' and 
‘casual’, focusing instead on the 'core' and 
'expanded' audiences, and the success of games 
like Wii Fit and Brain Training — which sell 
consistently well, fitting into the so-called long-tail 
model - suggests that this expanded audience may 
ultimately provide a more stable audience basis 
than the smaller numbers of core gamers, who 
move in packs and continually crave the new. 

With DS and Nintendo has proved an 
important point - that graphics don't matter much 
to its newly expanded audience. At its most 
dynamic, Brain Training looks like clip art, but it has 
outsold the spectacular-looking Crysis many times 
over (let's not get into the PC piracy debate right 
here). Complex gameplay and groundbreaking 
graphics can be expensive distractions – but 
without them you're less likely to keep the people 
happy who once bought 16bit Super Nintendo 





consoles because they did such convincing jobs of 
performing like £1,500 Street Fighter II coin-ops. 


Even Nintendo's ‘hardcore’ 

games are no longer hardcore 
Nintendo would perhaps say that it is making its 
games more accessible. Others would say that it is 
dumbing them down. However it’s expressed, it is 
а common theme that runs from New Super Mario 
Bros to Zelda: Phantom Hourglass. This stripped- 
down approach can't be entirely explained away by 
the fact they were made to be played on the bus. 
No, they were made to be played by an audience 


who may not be entirely familiar with the evolved 
mechanics and deep traditions of two extremely 
long-running series. The results? Both games left 
most serious fans of the two series feeling a little 
empty. And both games sold extremely well, 
especially in Japan, and especially, according to 
Nintendo, to female DS owners. 

Consider Nintendo's biggest hobbyist-focused 
release in recent months: Super Smash Bros Brawl. 
Here is a game that Nintendo has been offering as 
an in-joke-riddled love letter to the hardcore 
audience, but which even its own creator concedes 
is a button-masher if that’s what you want it to be. 
And how much easier than Mario 64 was Galaxy? 





The old Nintendo intellectual property, and the new 





Focusing on hardcore users 

didn't work last time around 
It's true that Nintendo never loses money on 
hardware, but it does sometimes lose market share. 
While Sony's PlayStation proved to be a pretty 
convincing victor over Nintendo 64, the really 
brutal battle was reserved for the next generation, 
with Nintendo losing out to both Microsoft and 
Sony, as exclusives dried up, thirdparty support 
disappeared, and the sweet-natured purple box 
that was GameCube suddenly seemed very out of 
step with the times. With its competitors ready to 
invest in even more expensive technology and 


Nintendo will never again make the 
mistake of Letting it competitors 
decide the rules of engagement 


continue the fight over a dwindling, critical, and 
often highly erratic hardcore market, Nintendo 
surely needed very little further temptation to 
explore where else it could take the industry. It 
was only when the company made a conscious 
decision to strike out on its own terms that 
things turned around, and it's hard to escape 
the impression that Nintendo will never again 
make the mistake of letting its competitors 
decide the rules of engagement. 


intendo is not giving fans 
the IP they keep asking for 
You'd expect a 120-year-old company to have its 





Franchises have been the 
backbone of Nintendo ever since 
the company began putting Disney 
characters on its playing cards, and 
nothing displays the changing 
focus of the company as well as 

a look at five old IPs we'd like to 
see return, alongside five new IPs 
it has introduced in recent years. 


PILOTWINGS 

Dreamy yet unfailingly precise, 
PilotWings has been stuck in a 
holding pattern since the N64 
version in 1996, Its quirky vehicle 
options and peaceful gameplay 
would presumably be a perfect fit 


with Wii hardware, particularly 

in the light of the new Motion 
Plus add-on, but if there's a sequel 
in the pipeline, Nintendo is 
keeping quiet about it 


KID ICARUS 

Nintendo's angelic spin on Metroid 
was released in 1986, and has since 
become a full-time internet 
rumour. With central character Pit 
cropping up in Super Smash Bros 
Brawl, many suspected a new 
game was on the way, but so far 
we've heard nothing. For those 
eager to see what all the fuss is 
about, the possibly overrated 


original is available for download 
via Virtual Console 





STUNT RACE FX 
An early polygon experiment and 
a collaboration between Nintendo 
and Argonaut, Stunt Race FX is an 


often-forgotten delight in the 
Super Nintendo back catalogue. 
Although the use of 3D wouldn't 
wow as much as it did in 1994, the 
mix of oddball presentation and 
solid handling could prove to be 
something worth developing 


EARTHBOUND 
Part two of Japan's phenomenally 
successful Mother series, and the 
only game in the trilogy to get а 
western release, we daren't 
speculate too much on what news 
of another Earthbound would do 
to those who follow the series. 
But seeing its unique remit - trad 





RPG mechanics in untraditional 
surroundings, where you're likely 
to be attacked by a table lamp 
оп Wil would surely be a delight. 


URBAN CHAMPION 

Nintendo's own Fight Club, Urban 
Champion gave players a high 
punch, a low punch, and the 
opportunity to be hit over the 
head with a flower pot, all while 
exploring the gritty realities of 
inner-city violence. Some might 
call it a bit inappropriate in 

the current climate, but it's hard 
not to hanker for another trip 
down that manhole. 





fair share of traditions, and while Nintendo may 
wallow in nostalgia and bust out the photo album 
when it comes to family gatherings such as the 
Super Smash Bros and WarioWare series, it's been 
strangely reluctant to mine its back catalogue more 
substantially of late. Whether it's out of tiredness 
with the same old formulas, or fears at spiralling 
costs of standalone game development, Nintendo 
remains deaf to the internet screams for another 
Kid Icarus or PilotWings. Ultimately, the reason may 
be simple: even though there are guaranteed sales 
for even the less well-known characters in the 
Nintendo's hístory, why take the risk on a game 
aimed at such a limited demographic when the 
market you're steadily getting better at reaching 
doesn't even know what an Ice Climber is? 


At Nintendo, online is an 

option, not an essential 
Mario Kart moved online with both DS and Wi 
and games like Tetris DS and Advance Wars: Days 
Of Ruin have proved that Nintendo can provide 
stable hosting environments, but the company 
seems more interested in the internet as a means 
of providing delightful oddities like the Mii Contest 
Channel and performing veiled market research 
than for creating forums for capture the flag. 
Nintendo's infuriating Friend Codes are said to exist 
because of the company’s concerns over online 
identify sharing, and its focus on family-based 
gaming is behind its reluctance to follow the 
markers laid down by Xbox Live. Ultimately, the Wii 
download service and online environment are an 
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awkward combination of the overly simplistic and 
the unnecessarily fiddly when compared to the 
relative seamlessness of Microsoft's and Sony's 
services. And how important are Xbox Live and 
PSN to console gamers nowadays? Very. 


Thi lishers lik 
CJ Nintendo ust the way it is 


With an emphasis on younger players, and a 
slower marketplace that doesn't see triple-A titles 
emerging on its platforms every other week, 
Nintendo has created the perfect environment in 
which lower-tier games can sell — and sell well. 
Carnival Games would have fallen out of the charts 
by now had it been an Xbox 360 title going head 
to head with titles like Ninja Gaiden II and Mass 
Effect — but up against Cheggers' Party Quiz and 
Fruit Fall, its star continues to twinkle. Selling to a 
wider demographic, which includes young girls and 
tweens, means that simpler, cheaper titles with the 
appropriate licences bolted on can enjoy more 
space – and life - on the game store shelf. Having 
been delivered this new, lucrative audience, what 
publisher in its right mind would want to work 
again with the old Nintendo? 


1 Og Nobody else does Nintendo 
games a: 





s well as Nintendo 
While it may be nothing more than simple sums 
and a little light reading, there's no escaping the 
fact that Brain Training is also a classic piece of 
design - intuitive and smart in its presentation, 
charismatic in its interactions, and full of clever 
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little touches that make users feel at home, keep. 
them coming back, and even convince them to 
spread the word. The truth is, even if you don't like 
Nintendo's new definition of videogames, it's still 
making some of the most polished and intelligent 
examples around, and it's telling that other 
companies have found it difficult to replicate the 
success, even when the template is as simple as 

Dr Kawashima's textbook world of stickmen and 
Sudoku puzzles. When it comes to production 
values, the new gaming demographic may not 
have the demanding tastes of those who've been 
playing for years, but Nintendo does not believe 
that games made for this audience should be 
simply cobbled together. 

Then there's the fact that star designers tend 
to want to work with more powerful hardware, 
anyway, along with the age-old issue that other 
companies struggle to understand Nintendo's 
technologies as well as the Kyoto company does 
itself – particularly when they're as woolly as Wii's 
or as packed with options as DS's. There have been 
a few notable exceptions, as proved by games like 
No More Heroes, Boom Blox and Zack & Wiki, but 
by and large, thirdparty developers struggle to 
achieve the sort of results Nintendo seems to pull 
off so effortlessly. Furthermore, those notable 
exceptions all have one thing in common, and 
that isn't a placing at the top of the charts. 





In an E3 interview with Edge in 2004, 
Nintendo president Satoru Iwata admitted that 
the Wii controller could be difficult for hardcore Ш 





is pitch-pertect, and bowling's 
ability to rope in the unlikeliest 
family member makes it as 
much a part of Christmas as 
reruns of Die Hard. 


WII FIT 

It takes something like Wii Fit 
to bring back distant, hazy 
memories of the days when 
games actually sold out and you 
had to wait for new stock, With 
a surprisingly sturdy Balance 
Board peripheral and a suite of 
charmingly presented exercises, 
it's hard to call Wii Fit a videogame 
аз such, but distractions like 





WII SPORTS 

Simple and, ultimately, fairly 
limited, this is still a title most 

Wii owners keep close to hand. 
Compared to other sports 

games, it's pretty thin in most 
departments, but the presentation 


hula-hooping and a jog around 
Wiifity Island are unmistakably 
the work of Nintendo. 


NINTENDOGS 

One day, Shigeru Miyamoto 
announces that he's thinking 
about "the meaning of dogs 

A week later, and this much 
copied pet simulator is flying 
off store shelves around the 
globe. While you can dress your 
dogs up in a variety of clothing, 
you'll also have to take f 
walks and, in an admiral 
disgusting inclusion, clear up 
after them too 








DR KAWASHIMA'S 

BRAIN TRAINING 

It may be based on pseudo science 
and the cult of Sudoku, but whose 
quality of life isn't improved by à 
few multiplication sums every day? 
Revealing the secret pleasures of 
the GCSE exam paper, Brain 
Training has done more than most 
titles to broaden the audience for 
videogames, and, along with Wii 
Fit, its realisation that faddishness 
and the perception of being 
slightly virtuous can be as much 

of an appeal as dual-wielding 
SMGs means we're likely 
copycats for years to соте. 





wil Music 

Charming and knockabout, 

Wii Music is not nearly as offensive 
as Nintendo's recent ЕЗ press 
conference may have lead you to 
believe, but your first experiences 
of it aren't going to sound very 
pretty, and it isn't really а 
videogame. If it sells, and chances 
are it will, it will be yet another 
indicator that Nintendo's new 
marketplace is capable of 
supporting a wide variety of 
experiences. If you're not 
impressed by its colourful world of 
mimicry that's probably because 

it isn't aimed at you, anyway. 
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gamers to get to grips with — and he didn't seem too 
bothered by that. No one can fault Nintendo for 
ambition: it planned nothing less than to disrupt а 
videogame market in which its own share was 
suffering, and replace it with one of its own devising; 
the true story of Nintendo's falling out with hardcore 
gamers is just how staggeringly successful it's been in 
doing this. How much of videogaming's current 
obsession with simplicity — seen everywhere from 
Cliff Bleszinski's assertion that the next Xbox 
controller should have fewer buttons, or the success 
of smaller, downloadable titles, or Peter Molyneux's 
aim to create, in Fable Il, a game that everybody 
will be able to complete – has come from Wii and 
DS, and the brilliantly capitalist equality they've 
brought to the gaming landscape? By repositioning 
gaming as something that fits into the average 
person's life — something that more often than not 
could bring benefit to the average person's life — 
Nintendo has finally found a way into the average 
person's wallet, and burst out of the confined, if 
high-spending, traditional market of "geeks and 
otaku" (to use the revealing phrase of Nintendo 
Europe's senior marketing director, Laurent Fischer). 
Nintendo has unarguably reached a new audience, 
whether you believe it knew what it was doing from 
the start – and a speech on ‘disrupting development’ 
that Iwata gave at GDC '06 suggests the company 
had a pretty good idea - or whether you think it 
simply reacted brilliantly to a lucky fluke. Either 
answer should terrify the competition. 

And it clearly does. With both Sony and Microsoft 
struggling to catch up to Nintendo's powered-down 


vision, there's a real sense that an industry betting on 
income from hardcore gamers who wanted either 
bloody FPSes or complex RPGs has suddenly realised 
that it may have been battling over the table scraps 
all along. If, in order to bring this kind of change, 
Nintendo has had to step away from its traditional 
userbase to a certain extent, it's ultimately no 
different than its decision in the 1950s to abandon 
Hanafuda cards as its main source of income and try 
something else. And the most interesting question, 
now, as then, remains: with a company as wily and 
brilliant as Nintendo, after this new incarnation has 
run its course, where will it go next? 

Nintendo wasn't available to discuss the content 
of this article, but it did provide a statement from its 
Japanese HQ. For the sake of completeness, we'll 
conclude with it here: "Nintendo has never lost its 
passion for core gamers. Nintendo would like to bring 
smiles to as many different faces and produce games 
which appeal to mainstream and gaming audiences 
worldwide. We have never neglected our core 
gamers. We still have developers working on popular 
core gaming franchises but we need longer to 
complete these games, approximately two to three 
years. These games are not ready to launch in early 
2009 but are being worked on by all development 
teams. Recently launched popular Nintendo gaming 
franchises have included Super Smash Bros Brawl and 
Mario Kart for Wii. Wario Land Shake Dimension, a 
true return to the classic 2D platform adventure, will 
be available for Wii in September of this year. There 
is also a vast array of thirdparty core gaming tz 
titles available for the Wii console". 


The shape of Nintendo according to E3 






































































Nintendo and the 
Blue Ocean Strategy 


If Nintendo's market disruption is а 
brilliant piece of corporate planning, the 
force behind it may have been the 
business book Blue Ocean Strategy, by 
W Chan Kim and Renée Mauborgne. Both 
NOA president Reggie Fils-Aime and NCL 
CEO Satoru Iwata have referred to the 
book in the past, and Nintendo's 
appraisals of expanded audiences and 
an untapped market tend to be full of 
Kim and Mauborgne's terminology. The 
central thesis of Blue Ocean Strategy is 
that there are two marketplaces - а гей 
ocean (defined, limited, and filled with 
warring competitors), and a blue ocean, 
the limitless unknown market where 
demand is there to be created rather 
than contested. It's an idea that Nintendo 
has clearly taken to heart, Perhaps 
other game companies would do well 
to heed that familiar childhood advice: 
play less, and read more. 




















Nintendo's press conference at this biggest cheer of the event comes ^ Sony has its rubber ducks out to show off the new technology With fewer traditional games 
year's ЕЗ won't be remembered from the hat Super Mario again, but Nintendo is happy tc h a line-up that the hardcore on display, Wii Fit is the main 
as a vintage one. But what can Bros 3 is making its way to GBA lead with handhelds, focusing will understand. Mario, Zelda, and, attraction, and the audience 
we learn about the company's mainly on perhaps less charn Red Stee! expecting more familiar Nintendo 
trajectory from such events? E3 2004 up, and GB Micro, a retooled GBA. аге front and centre, and the faces, are slightly muted 

Up against XNA and PSP, Nintendo With no chance of recapt festyle softw e time 
ЕЗ 2003 counters with an in its success of 2 being, is reserved for DS. E3 2008 
Apparently, this is the year of own: DS. Nobody’s entirely ce deore gam The disruption is complete. 
connectivity, as Nintendo unveils hat to make of the console at strategy is alr ЕЗ 2007 Nintendo's press conference is a 
a future filled with cables cobbling this stage, bu ndo apparent, and while £3 has change volley aimed at the mass market, 
GameCube and GBAs together in is getting behind a solid line-up of — it's still black, mysteri flying entirely over the heads of 
one big generation-defining favourites, including Resident Evil, ас y the name many E3 attendees. While games 
tangle. With Will Wright on Star Fox, and the first glimpse о! are present, the focus is now firmly 
and Pac-Man Vs on the screens, ела Of Zelda: Twilight Princess. ЕЗ 2006 elsewhere, and firm talk of 





the consensus is that Nintend: 
may be about to drive its business 
right off a cliff. Worryingly, the 
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ore titles — apart from the 
on that Pikmin 3 is in the 
line — is conspicuously absent 
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TILE: ANIMAL CROSSING: 
CITY FOLK 


FORMAT. WI 
PUBLISHER: NINTENDO. 
DEVELOPER: IN-HOUSE 


ORIGIN: JAPAN. 
RELEASE NOV 16 (US), ~ 
TBA (JAPAN, UK) m 
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Iterative design 


It's exactly what we did when designing levels, 
for example on Super Mario Bros 3. Not actually 
in tandem with a testing team, but within our own 


development team. So if | was working ating 


a level I'd get someone else from the team, m 


someone working on artwork or some other job, 
and get them to play the level. We'd ob: 
as they played and think, ‘Oh, t 
too difficult’, or ‘This level concept doesn't у 
but the most important thing | watched fc 
they were having fun or not. It didn't matter s 
much if they were able to clear the І 
clear the level by its design as long as they were 
having a good time while they tried 

“This process was repeated over and over 
and over again, with different participants of the 
team, until we came up with the final level - one 
that could be completed comfortably, and one 
that was fun to play consistently. 
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Wii Sports Resort Power 


en Something) | SMUD Woule] BS run Cruisings resemblance 
йә EO VEGIR rele CES Mil masks to Wave Race 84 

Clin) Inm ke Mo. OF Grass Up Gis (9 "Of course, we were definitely thinking of Wave‏ کے 

» Monstar amne Seara our епа Race while we were creating Wil Sports Resort's 


Power Cruising section, just because of the 
similarities between the products, and the thing 
that was important was trying to recreate the 
feeling of riding on the swells of water, maybe 
catching some air, and just even turning on the 
water by shifting their balance. We were really 
trying to think about what we could do to make it 
feel realistic - you know, that realistic feeling of 
being on water — and when we were doing that of 

е we remembered the work that we had done 
on the N64 and tried to use some of the things that 
we had learned from that to help us this time. 

"We were also able to use the new 


technology of the MotionPlus controller to 


further enhance that experience." 
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MANUAL LABOUR 


MOST OF US CLAIM TO NEVER READ IT, BUT THE DOCUMENT THAT 
ACCOMPANIES A BOXED VIDEOGAME CAN BE AN ESSENTIAL PART 
OF THE PACKAGE. SO WHAT IS THE SECRET BEHIND ITS APPEAL? 





Rockstar's manuals are some of the best examples of their kind: the Grand 
Theft Auto IV companion follows in the tradition of the series by presenting 
a guide to the city, full of restaurants, bars and other locations you might like 
to investigate, as well as advertisements for Liberty City products. The PC 
versions of Vice City and San Andreas came in beautiful hardback ‘tourist 
guides’ that has aspirations for the coffee table. The disturbing and evocative 
Manhunt ‘video catalogue’, featuring Mr Nasty, is equally distinctive 





SATISFACTION GUARANTEE 


"I guarantee absolute satisfaction - 100% of the time." 





Every item In this са 
uarantend, if for any 
with your purchas 
you, dissatistaction 
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LibertyMTree 
WORST PLACE IN 
ERICA. А! IN. 














R.C. HOLE IN 
ANOTHER PROBE 


"MOTORCYCLES KILL 
KIDS AND MUST BE BANNED” 






SHOOT PEOPLE 
FOR THE STATE 


Join Liberty City’s Finest Today 








The Pilgrim's Pantry 
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e, something else: they're your window 
into a new world. They can be treasure maps. 
They can be your first vicarious thrills at your 
new purchase, sucking in all of the controls and 
the story and imagining how everything slots 
together before the game goes near a TV. Best 
of all, they can be a part of the world, a piece of 
arcana ripped from a virtual realm and placed in 
your hands, a secret guide or journal or diary 
from one of the game's characters to you, the 
outsider, that establishes a game's world before 
a single button has been pressed 

Often these moments can be found in the 
most unexpected places. Microprose's F-19 
alth Fighter for DOS may sound boring, but 
this deep, challenging title came with a cleverly 
pitched manual demonstrating many of the 
company’s favourite tricks when talking to its 
consumers. A basic one was a section about the 





team that arguably inculcated the cult of 
personality that surrounds many of its former 
developers to this day: ‘A large number of 
features in this product started with Sid [Meier] 
saying: "Wouldn't it be neat if...” The neat part 
5 that Sid then goes and implements the code 
that very day!’ Little in-jokes abound about the 
manual itself: ‘The rumor that marketing's office 
furniture was pawned to pay for the extra paper 
is entirely unfounded’. Perhaps the most 
important technique here, however, was to point 
out the tricks that a real F-19 might use (if it 
existed) – which, of course, were a part of the 
game. Their default status as reference manuals 
orrespondingly allowed them to make the user 
aware of the depth of simulation 

This is one of the most under-appreciated 
arts in the manual: filling it with information 
that, while not strictly necessary, serves to 

















further contextualise a simulation or world. It's 
something at which Blizzard is a dab hand. Its 
talent for world-building is obvious now, but has 
been on full show since the manuals for Diablo Il 
or StarCraft — full of ‘unnecessary’ information 
about characters and races, the worlds they live 
in, and their culture. And is World Of WarCraft's 
doorstop of a manual going into great detail on 
the lore and history of Azeroth an indulgence, 
or an essential component in sucking players 

in to an experience that expects them to pay 
monthly? Series like Ultima went similarly deep 
into their own mythologies, while Black Isle's 
Fallout came with a ‘field guide’ that established 
the basics of the world while also acting as a 

p ical survival tool — listing specifically how 
combat damage is calculated, how perks can 

be obtained, and what you can expect to be 
threatened with in its post-apocalyptic world 


















































The Gran Turismo games have always carried hugely detailed manuals outlining car and track specifications, with a level of obsession that suits their audience down to the ground. It's another 


manifestation of that old manual trick: by overloading on real-world information that is paralleled, and has practical value, in-game, the depth and veracity of the 
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ulation becomes irrefutable 




















The concept of a field guide, or a journal 
or diary, is widespread, and is often incorporated 
rather half-heartedly as a kind of standard 
(although Grasshopper's Contact took this one 
step further by presenting its manual as a blog). 
But some games go even further, and use the 
one physical point of contact with the player to 
not only inform how the games interactions will 





The very physicality of manuals, of course, 
can be taken to other extremes than those 

explored by Myst and Manhunt. Infocom’ 
games were typically presented w 
cornucopia of remarkably realised m 
affectionately referred to as 'feelies', The most 
rhaps, was The Hitchhiker's 


laxy, 














well-known, p 








hich came with (amor 
a ‘Don't Panic!’ button, an official 








n of Arthur Dent's house, 
some 'peril-sensitive" sunglasses (constructed 
from black cardboard) and ‘How Many Times 
Has This Happened To You?' — an ad for the 
fictional Hitchhiker's Guide To The Galaxy as wel 
as the 'real' guide to t e. The Zork tr 
while, came with 'Zorkmid' coins that 
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igo, and that had originally appeared on 














producing th ' alongside its games. 


nost notable but by no 





Infocom was the 


SOME GAMES USE THE ONE PHYSICAL POINT OF CONTACT 
WITH THE PLAYER TO NOT ONLY INFORM HOW THE GAME'S 
INTERACTIONS WILL WORK, BUT ALSO HOW THEY SHOULD 


work, but also how they should. Myst's manual, 
for example, was a journal — except in this case it 





really was a journal, full of blank pages for your 
notes throughout, and preparing the player for а 
sedate and cerebral experience. 

Can a manual do that — educate players in 
the ways a game needs to be judged? Nowhere 
has Rockstar's appreciation for the form been 
more brilliantly realised than with the manual for 
Manhunt: a ‘Winter/Spring Catalogue and 
Preview Guide’ to Valiant Video Enterprises 
releases. A brochure of video nasties that mirror 
the game's levels, it details the hunters that ‘star 
in each feature and offers full rundowns of the 
game's weapons. Barring the obligatory start-up 
guide, everything is presented in character and 
topped off with the personal and terrifying 
contribution of Mr Nasty himself — as well as a 
threat to anyone reading it who isn't meant to 
so effectively characterise their 





Few manual: 





game while suggesting the interpretation that 
any serious mind should bring to Manhunt 

particular take on videogame violence. | 
piece of supporting material so much as a 
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mindset that the player will need to understand 


the level on which the game truly operate: 





means the only company to offer supplementary 
goodies for players to emp 
contact, and Nintendo's Integrated R&D Division 
(usually responsible for hardware) offers up a 
unique moment with StarTropics. This manual 
came with a piece of faux-aged paper, a letter t 


asise that point of 





main character Mike from his uncle. So far, so 
usual. But at a certain point in the game, the 
uncle desperately says, "Tell Mike to dip my 
letter in water" — not only conflating the player 
and character but providing a bridge between 
them. Truly, a 'feelie'. Nintendo's dedication to 








The Nintendogs manual is a masterpiece of a quite different kind — 
introducing mechanics that, while hardly unheard of in the field, 
would almost certainly be new to the majority of the game's 
audience. The instructions are couched in the language of a pet 
agency, and combined with cute photography and clear diagrams 
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The manuals for all of the Wario series have real 
care lavished on them — they're not remarkable 
in terms of content, but in terms of production 
and extras its dear WarioWare's philosophy of 
‘more, more and more’ extends outside the disc 
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manuals h; here, however: it would 


the colourful sense of fun in 
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ə series (which almost 
feature something out 
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r that's simply stickers 


s, the manual being a 





„ however, lies іп the more 
sedate area of clarity: large marke 


eworlds, and ем 





controller 
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jokes, it excuses the conventional aspects of the 
game's design even as it outlines them: ‘So let's 
see what nonsense they've made up for this 

game, shall we? Hmm... well, | have to hand it 

to them. This time they've managed to come up 






with a decent storyline that doesn’t involve the 
usual golden bananas. Only joking, kids! This 
one's worse than all the previous efforts put 
together! | know you probably aren't expecting a 





best seller, but wait till you hear this load c 
rubbish’. Even ti 





"How to Start' section wasn't 
Now then, just drop your 





'THIS TIME THEY'VE MANAGED TO COME UP WITH A DECENT 
STORYLINE THAT DOESN'T INVOLVE THE USUAL GOLDEN 
BANANAS. ONLY JOKING, KIDS! WAIT TILL YOU HEAR THIS...’ 


Another favourite trick with propert 
as well-known as Nintendo's is to simp 





write as 





an in-game character. These personae give the 
me 


that can afford to be a little moi 





portunity for a running co yona 
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mething straight-fac 
was ‘written’ 
the original Donkey Kong. It's o ts 


because there's so much truth in the 
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DAY 


ON THIS DAY, THEY 
COME TO VANQUISH 
YOU, FRIEND 


aix 


‘Gaze, great Exxos, upon the human from the blue planet’. 
Purple Saturn Day was a sports day, founded by Hans Morlock: 














Hats off to him’. It's doubtful that the content actually helped 
anyone to play the game, but it does suggest that if you're 
= , А having problems getting anything to work the reason is 
ES 2 probably that ‘your brain has turned to sticky garbage’ 
Ы TÈ Q 











TOCE CONTINUED... PUSH START 








quarter into the slot and... er, sorry, wrong 
game'. But by far the most cutting comment, 
said with the benefit of hindsight on Rare's 
collectable platformer phase, has to be Cranky 
on the very same: ‘Trinkets and baubles, every 
last one! You'll be so busy collecting this tatty 
lot, you'll not notice the lack of gameplay. | 


never had to collect anything in my day, no siree, 


and my games were all the better for it!’ Of 
course, Donkey Kong did have collectables — 
but we can excuse an old ape the odd slip. 

For sheer lunacy, however, it would be hard 
to beat the few productions of the French 
developer Exxos. Its first title, Captain Blood, 
came with a novella that seemed to be 
(unintentionally) written by monkeys with 
multiple personality disorder and a cursory 
knowledge of popular culture, featuring 
memorable ideas such as reproducing Pac-Men 
threatening the world and a recurring Charles 
Darwin who isn't dead, but ‘living incognito’ 
Even this paled into normality next to Purple 
Saturn Day, however, a sports game with a 
manual that promised ‘on this day, they come 
to vanquish you, friend’. It was an Official 








Participants’ Guide and began: ‘OH EXXOS it is 
once more the new year on Saturn, the day of 
purple dawning, Wonder of Wonders. ATA АТА. 
OH EXXOS YOU ARE GOOD FOR US' It is 
important to note at this point that Exxos is 
Phillip Ulrich and Didier Bouchon referring to 
themselves, and at the foot of every page they 
included: ‘I can feel Exxos doing me good". It 
featured a recipe book with instructions for the 
likes of a ‘pain transmuter' and was, to say the 
least, irregularly spaced throughout 

Their final production as Exxos, Kult: The 
Temple Of The Flying Saucers (known outside of 
Europe as Chamber Of The Sci-Mutant Priestess), 
came with perhaps their finest work yet: ‘Step 
into KULT, Exxos demands it!’ It reached a fine 
pitch with the offer to win a cervical cord: 'NEW 
AND EXCITING !! WIN A CUSTOMISED 
CERVIKAL CORD !! Yes, it's for real! Faithful 
Servants of Exxos Inc. have come up with a lulu 
А megamarv holog simulation of you know 
who's cervikal cord! Wowee! All-star SCIENTIFIC 
MINDS have tried their darndest to tell the 
difference, and failed 300%! Your (ex-) friends 
will grovel satisfyingly. Your NEW acquaintances 








The clarity of Street Fighter's movelists is exemplary — and Street Fighter IV uses exactly the same iconography. The SNES game 
Home Improvement: Power Tool Pursuit preferred to point out on a poster (no manual) that ‘real men don't need instructions’ 


METAL GEAR SOLID 


INSTRUCTION MANGA 




















Miniature comic books are surprisingly popular, though the best-known examples have to be the 
‘Metal Gear Solid series’, which combine the games’ weakness for in-jokes with a real flair for 
introducing the basics. The F-Zero comic, on the other hand, made no pretensions of instruction, 
preferring to present a swashbuckling tale of Captain Falcon bagging himself some alien 
bounties, before turning up for the F-Zero race and sledging his opponents. It did, at least, 
establish the personalities of the other racers in a way the game itself never felt the need to 


will ask your advice about MILLIONS of highly 
intimate problems!’ Who could resist? АЙ you 
had to do was scratch and sniff a small rectangle 
with a particular body part 

There is one thing nearly all of these manuals 
share, however: they're accompaniments to 
games that are labours of love for their 
developers, desperate for players to be pulled 
into their worlds. Unfortunately, it's far too 
obvious that manuals are considered by many 
developers as little more than an indulgence 
and possibly an irritant — after all, they've just 
slaved over the game itself for years, and if 
the player's already paid, why waste time and 
resources on frills? But as Blizzard, Nintendo, 
Rockstar and countless other companies prove, 
letting your customer know just how much 
thought goes into these virtual worlds has many 
more benefits than just stoking the odd internet 
discussion. Those 20 or 30 pages of cheap, 
stapled paper can educate players about the 
potential of their new purchase, bring them 
nto a game gently, and act as а constant 
companion throughout the experience. If, in 
the future, all games are delivered digitally, 
we will rue the loss of these artefacts. 
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Subscribe to 
Edge and get 
two exclusive 
T-shirts free 





Edge's most played 


Alone In The Dark 





Flawed, yes. But once you've 
got past the clumsy controls and 
the odd glitch, this is still one of 
this year's most atmospheric and 
expertly paced horror experiences. 
360, PC, ATARI 


Space Giraffe 





The shock of seeing a friend's high 
score jump by 30 million sent us 
straight back into practice - and 
another go at that infuriatingly 
elusive ‘Long-necked long march’. 
XBLA, LLAMASOFT 





A new jaunt through Infinity 
Ward's histrionic bullet hell proves 
that it still out-Clancys Clancy. But 
the mechanical cracks and stage 
curtains are definitely showing. 
360, PC, PS3, ACTIVISION 





A new challenger 
Old technology, brilliantly repurposed 


icrosoft is big on co-op 
gaming over Xbox Live 
right now. Playing together, 
whether it involves Fable II's orbs or 
Gears Of War 25 meat-drenched 
servers, is most definitely ‘in’ this 
season. Geometry Wars: Retro 
Evolved 2 might not immediately 
seem to fit here – it is, after all, 
devoid of anything traditionally 
defined as online multiplayer. 
It does have something that may 
prove more influential than any 
of those other big releases, 
however. And it's something old. 
In one fell swoop, Retro Evolved 2 
has turned online leaderboards - 
for the majority an occasionally 
diverting but ultimately secondary 
consideration = into a white-hot 
competitive arena, where bragging 
rights are being won and lost over 
the course of seconds. The idea of 
putting on your screen the friend's 
high score to which you're closest 
is one of those masterstrokes of 
simplicity it makes you wonder why 
it hasn't always been that way. 
There's so much to admire. 
The competition being friends 
seems to make the targets more 
attainable – or, at the very least, 
make you want to work hard 
enough to make them so. It's 
instantly self-sustaining and 





ms to be perfectly made for 

sessions. And when they're done. 
' you get home 
of Deadline 





ensures a commitment that goes 
far beyond the lonely furrow of the 
score-attack. Each defeat hurts that 
little bit more, each triumph means 
that little bit more, and every game 
begins and ends with a moving 
target. Bizarre has taken a standard 
part of Xbox Live furniture and 
repurposed it into something that 
embodies Geometry Wars' one- 
more-go appeal. 

Alongside this competitive 
innovation, this issue we also 
look at the series that has done so 
much to popularise competitive 
gaming: Street Fighter. The fourth 
iteration may look a great deal 
slicker, but the ritual is as familiar 
as ever: each loss leads to another 
¥100 coin being fished out for that 
inevitable ~ yes - one more go. 

Street Fighter IV and Retro 
Evolved 2. In one case, your 
opponent's right next to you; in 
the other, they could be in bed 
for all you know. But both games 
understand that what people really 
enjoy about playing with their 
friends isn't just the bragging rights 
- it's the learning experience, the 
motivation to push a little bit 
harder, and the knowledge that 
they can see your skills increase. 
Then, naturally, come the 
bragging rights. Л 
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t's been а while, but they're back 

I Actually, it's been more than a while: 
b. it's been a good 17 years since Street 
Fighter Il, and nine years since Street Fighter 
Ill. In that time the 2D fighter has been 
somewhat marginalised, and players" 
expectations have changed. In this context 
it's a minor miracle that Yoshinori Ono and 
his team have not only stuck to a clear vision 
of how to take the series forward in 2D, but 
that Capcom has been able to excite people 
about it to such a degree. 

Does it deliver? Does it ever. Visually, 
Street Fighter IV is the pinnacle of videogame 
reimaginings. Every original combatant is 
instantly recognisable, but the new level of 
detail has been used to characterise both 
appearance and fighting technique in 
exceptional style. Chun-Li is the embodiment 





auty and grace; her hands constantly 
move, and each change of stance brings a 
wholly different posture, while her moveset 
is composed of tight flourishes and flowing 
agility. She's instantly recognisable as an 
update, yes, but after a few minutes it's cle 
that this is without a shred of doubt the 
definitive version of the character. The game 
runs at a flawless 60fps and the animatio 
and facial expressions are peerless: fight 
follow each other's movements, change 





The final boss of the singleplayer game, 
Seth, isin the best tradition of Capcom 
coin-ops. That is, he's an infuriating, 
cheating coinsink. He does have one 
nuance that raises a smile — an ultra 
attack that KOs your character against 
the cabinets screen – but otherwise 
is a slightly underwhelming feature 








stance as they move, and when a super 
attack is unleashed a temporary 3D camera 


and revenge meters are full — are SFIVs 
most visually spectacular: the camera. 
zooms into a close-up 3D view, and the 





j 
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Ultra attacks - available when both super 


move is executed in earth-shaking fashion 


change shows the (literally) eye-popping fear 
of your opponent in a welcome comic touch. 
It's when you get your hands on the 
joystick, however, that it becomes clear just 
how special SFIV is. The new angle it has 
brought to the series is simple, but very 
surprising, making the depths of the 
fighting game accessible to almost all 
players. Everyone can admire the videos of 








after all, why these games are still played 
competitively and analysed in such detail - 
but there is something wrong with the fact 
that the vast majority of players’ tactics 
outside of this circle consist of little more 
than jumping kick then sweep. 

SFIV addresses this in three ways. First, 
the frame windows for combination attacks 
have been greatly increased, making it much 


Chun-Li is the embodiment of beauty and grace; 
her hands constantly move, and each change of 
stance or movement brings a different posture 


SFIII that show 
unbroken Yun combos that decimate 
opponents’ health bars, or counter-counter 
supers. Very few can replicate them. SFill, 


5 parries in a row, or 


and to a lesser extent SFII, are ultimately the 
preserve of a tiny proportion of their total 
players — the frame-manipulating and 
combination-memorising junkies. There's 
nothing necessarily wrong with that = it is, 








easier to pull off short two- and three-hit 
attacks. Street Fighter Alpha tried something 
similar, of course, and was slightly too 
generous with its allowances for chain 
combinations — here, it's balanced perfectly, 
to the point that a string of specific moves 
will work where simple button-mashing 
won't, It's in combination with the second 
major change that this comes to the fore, 
however: special moves are now much easier 





to pull off. The inputs are the same as ever, 
but SFIV is generous in its interpretation of 
your intentions, and much less fiddly. 

it's impossible to overstate what a change 
this is for the series, and the fighting game in 
general. Street Fighter is now more about 
planning your attacks and responding to 
your opponent rather than worrying about 
whether you can physically accomplish what 
you want to. Never been able to pull off an 
EX spinning piledriver? You will now. Allied 
to the increased ease of combination attacks, 
it puts seriously damaging strings of moves 
thin the reach of the average player and 
places the tactical depth that is the real 
genius of the series firmly within reach of 
all, rather than just the elite 

If that was all that SFIV had added to 


REVIEW 


With Bionic Commando Rearmed, Bionic 
Commando, SSFZTHDR, Mega Man 9 and 
other downloadable titles, Capcom is 
showing the rest of the industry how 

to honour your back catalogue. SFIV is 
undoubtedly the crown jewel, however 


3l and adds a dynamic that prev You’re a big тап, but 
you're in bad shape 


ks. Each character has one, and they 
ding medium p 


kick together as charc 


unblockable attack that hi е tly b r he 2D fighters’ club. Natu 


utility. For the first split-second о! ) the offensiv players will work out their 
able to absorb one ati 


y a short period of thu 


your chara 
this is follow 


e and maximise the allo 
for focus-cancel 
vulnerability llowed by s the parrie 


which ir th that the attack ha: ttacks will knock y Or not, as the case may be. All 


of the original world warriors 
have undergone some changes 
in some cases subtle, in others 
fundamental. Zangief, in 
particular, has benefited greatly 
from some new approach specials 
that can be chained into spinning 
piledrivers or other wrestling 
moves without missing a beat. 
The addition of а basic overhead 
move to Guile changes his style 
totally. Of the new characters, 
r years to come, Abel is a relentless mass of 
muscle with lethal forward 
combinations and throws; 
2D Crimson Viper is a lethal mid: 
to-long range fighter who can 
hold off any opponent; and 
Rufus has an offensive pressing 
style that can be devastating. 
El Fuerte is the most difficult to 
get to grips with, but a capable 


increase’ er and that attack са! 


still be absorbed; finally, ti 


id unequivocally 


The revenge gauge gets to a usable level 
by around the time your health is cut down 
to half - but storing it until your character's 
in real trouble makes the eventual attack 
much more р 

of risk among all the other considerations 


pair of hands shows him to be 
quite unlike any previous 
combatant in the series. Now all 
we need is an updated Akuma. 
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There are five different character classes 
to choose from, in the fairly standard 
aggressive, defensive, ranged and 
support roles. Each is more proficient. 
with certain weapon types than others, 
though for the most part you're free 

to equip your characters as you please 






ou either love it or hate it. That's 
Y what people say, isn't it? Usu п 
a association with yeast extract, or as 


a mediating salve for internet discussion 





threads about to go supernova – blin 
forgiving a multitude of sins on the one hand 


and an opposing party doggedly refusing to 





knowledge any sign of merit on the other 
ifficient ointment 





Regardless, Marmite is in 








to soothe Too Human’ ills. It's nothing 
terminal, however. ‘Sickly’ is more 
appropriate here - though for reasons 
that aren’t immediately apparent 

For most, the compulsion to move the 
camera with the right stick will provide the 
initial annoyance. Though it could be argued 
that ra is not entirely 


necessary, the fact rem; that the player's 








manual сат 











stant desire to move it themselves i 





tch that can never be scratched. It's made 


that, bec 








se by 





use we're so 











sed to t| ght analogue shifting the v 
of our virtual worlds, you end onst: 
attacking by accident as, under duress, you 





unconsi 





usly attempt to get a better viev 


your surroundings or battle against a camera 





h stubbornly insist: 


appreciate 


By the time you enter the final phases of 
N the singleplayer campaign you 


what Silicon Knights has achieved 
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Your base is a cavernous arcade of stores, vacuous sets (in 
which much of Too Humans story is played out) and over- 
long corridors that increase journey time longer than we're 
comfortable with. If only the gods had been kind enough 
to provide Baldur with an easily accessible map on arrival 








With two players, much of the back-breaking work is made 
significantly easier. Sending enemies skywards, so your 
partner can shoot of airjuggle with melee attacks, goes 
some way towards delaying the advance of elite enemies 





y it's beer 
urse. Silicon 


re's a valid reason 








implemented in this way 


Knight 








rather than as: 
uttons, has opted for 


the right stick. A combination o! 


gning attacking 











holding and pressing it in the direction 





r target sees Baldur executing autom 






mbos to dispatch his quarry. It's an unusual 





nth excellently, alleviating the 





tiresome dial-up combos and repetitive 


button stabs we've come to accept, and will 





be a welcome reprieve for those of us easily 
d by рі 
clicks or PSO's rhythmic sabre swipes. 





o's woodpecker mouse 











It takes a while to get used to, but by 
the time you enter the final phases of the 
singleplayer campaign (empowered by a 
well-stocked skill tree and weapon set) you 





really begin to appreciate what Silicor 
Knights has achieved, Combat has a grace 


and dynamism that few dungeon crawlers 





can match, and though it might not point 
а way forward for the genre, it certainly 
ggests an alternative route. It should be 








applauded for its b 





мегу, no dou 
that, and those with the desire and patience 
to explore its subtleties, will, understandably, 
hold it aloft as an example of why Too 
Human is more than the sum of its parts. 





Infortunately, that d 





е and patience 
too much of a price in the face of Too 
Human’s more tiresome elements, Chief 
among these are its delusions of grandeur 
a story that believes it’s far cleverer than it 
pled with loftily ambitious, 





really i 





jargantuan environments that, while 
certainly giving a sense of scale, serve only 


to erode even the most forgiving gamer's 





resolve. The dungeons can last for hours at 
a time, and you'd be hard pushed to find 
anyone who doesn't breathe a sigh of relief 


As a singleplayer experience, the sheer numbers you're 
pitted against lends a certain nervous tension to each 
encounter with enemy mobs. It's not so much a case 
of "Will you die?', more ‘How long can you survive?" 


and ag; 

accumulate skill points, it beggars belief t 
dungeon needed to b lent 

recycling of scenery and textures, and 
miserly in its offering of distinct enemy 


Perhaps t Лап" be so disheartening 
ou weren't required to walk s 


spend so long chipping away at e 


Cyberspace, a world which exists in 
parallel to Baldur's, i 


being the be: 
dered as a convolut 
ary means of un 


further aggravating your progress 


Boss encounters prove particularly disappointing. With 
most, victory is simply a case of circle-strafing, whittling 
down your enemy's energy bars a sliver at a time. You can 
attempt to use your melee attacks, but the prospect of 
another visit from the Valkyrie will be too much to bear 


Each character's Ruiner move (a last-ditch blast which 
damages enemies around you and can knock them up into 
the air, providing you with much-needed breathing room) 
is central to combat. Defeating enemies with specific 
finishing moves will boost your Ruiner meter dramatically. 
With practice, you can call on your Ruiner time and time 
again, smashing through enemy ranks at great speed 


It's as though, sealed 
rest of the world, Silicon Knights has 
completely lo what a player 


e of the plot points and mythology 


encyclopaedic k 


s) will ultimately experience 


me case: 


run’ into something a 
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t director Der 


But given Too Humans protracted 
eriod, could this not have been 
ourplayer dungeon crawler 
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anyone who 
jh PSO's R 
tify) in the name of ar 


ad thing. Ii 


owledge of game 


"А hundred times over’ would be 
the answer. Too Human's Valkyrie 
becomes an all-too familiar sight 
as, every time your HP is drained, 
she descends to resurrect you. 
Sometimes she has the decency to 
spawn you away from a position 
of danger, but other times lands 
you in the thick of it only to 
return seconds later thanks to her 
own incompetence. During the 
game's more chaotic encounters, 
it’s not unusual to watch her 
unskippable entrance scene six or 
seven times in a row - becoming 
increasingly agitated with each 
subsequent appearance. After 
your tenth ‘demise’ the sound of 
her orchestral death knell will 
haunt you for years to come 








In bringing two years of updated 
technology to the Zone, Clear Sky 
marks the finest use to date of 
ta's maligned DirectX 10. 
Lightning storms now pummel 
player, weapon and environment, 
water coursing over every 
surface. God rays (available in 
lesser form in DX 9) sweep across 
the horizon at dawn, framing 
buildings and outlining trees. 
Wan light cascades through 
buildings and warms multi 
layered clouds, the game still 
boasting the best skyboxes 
around. Of course, it’s not 
everything that demands the 
latest hardware: the new day/ 
night cycle transforms your 
time in the Zone, the nights 
long enough for you to forget 
the day, making nightvision 
goggles a vital early purchase. 


For a price, the new guide characters will hop. 
you between places you've already visited 












The ‘dynamic music’ option, 
mercifully off by default, 
triggers a cataclysmic shift, 
replacing the monstrous 
ambient score with battle 
sensitive Euro-rock. As terrible 
а place as the Zone is, this is 
опе sure way to make it worse 
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ts unintended anomalies 


return to the Zone 











j dark intrigue, I 





insurprisir prequel. 














As you trek north, the search for Strelock, the manipulative 
loner with a disastrous interest in Chernobyl's secrets, 
quickens into a frantic, ambush-ridden chase through a host 
of new locations. What results is a game of two distinct halves 


ї another ex 





е Zone, bedding into its 





If you've never been dragon punched in the mind, you've 
not met this chap. Going underground is terrifying, even 
if it never hits the peak of the first game's poltergeist 


neglect your 





s the frustration and, t 
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tent, weird appeal of Clear Sky. Here you 





ave a game smart enough to let you dawdle 





n its world before being sucke 
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black rld is second to none, so 
apt j deep that its ‘seamed 





landscape, identical NPCs and infrequent 
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make 
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fierce fight of even the lowest 
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е out of nowhere. 





Clear Sky is a stunning, intoxicating 


portrayal of a post-apocalyptic 





ant, then, so long as know wt 





misunderstand as it is to 
st and worst of 
raordinary. [7] 
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f all was right with the world, this 
| would be the first of two pages 
dedicated to Fight Night: Round 4, 
triumphant return for EA's champ. It would 
not refer to last year's Def Jam: Icon, because 
that grotesquely off-key 'rhythm brawler', 
which destroyed overnight one of EAS 





brightest series, would never have existed. 
And nor would Facebreaker, an infantile 
button-masher which, by its creators' former 
standards, is less a trip to the canvas than a 
journey to the centre of the Earth. 

A cartoon knockabout in t 
certainly not the league) of Ready 2 Rumble 
Boxing, it's best described by one of its own 
tutorial slides in which four lines, from the 
face buttons of the controller, lead to a 
single word: ‘mash’. Though that does refer 
to the uncomplicated task of recovering 
from being stunned, its slipshod attitude 
reverberates throughout the entire gam 
If you stun someone, beat the crap out of 
them’ reads one tip. Fights use a brutally 
simple rock-paper-scissors system of guard, 
parry, and weak and strong punches. There's 
also a dismissive throw, which is as 
remarkable as it sou 

Fleeing reality in favour of simple 
Saturday-morning mayhem, Facebreaker 


vein (but 











misses one important point: cartoons aren't 
easy, they're meticulously styled and timed. 
This game is anything but. So rather than 
thuggy rap stars or artful prizefighters, we 
get stereotypes from a bygone age including 





a greasy Spanish stud called Romeo, a 
dynamite-strapped Russian called Molotov, 










The draw for many will be the camera- 
enabled character generator which lets you 
nip, tuck and pulverise the face of your 
choice. Uniquely, this is as fun as it sounds, 
though the urge to import the face of the guy 
who sold you the game hangs over it entirely 





x= 8 


Filling the bonebreaker gauge sets up the signature 
facebreaker move, a theatrical thwack that ends the fight 
instantly, awarding you a trophy of the victim's head. It fails 
to be particularly rousing, leading to the same victory screen 


and a pneumatic chick in skin-tight body 
armour which politely parts for һе! 
With this 





told, that being a signature move 
ited time and time again. 
character, the game seems so It seems unfathomable that this is Fight 
an't even devise any dialogue. Night's stablemate (developed at EA Canada 
just shallow breathing and st by the core Fight Night team). It suffers a 

Far from the analogue perfection o number of tell-tale weaknesses, among them 











flummoxed it 












lights Total Punch Control, the combat here a flagrant disregard for a satisfying career 











is as disastrous a marriage as Icon's choice mode. But while Fight Night and Icon can 
of plodding hip-hop and martial arts. Think blame an idealistic pursuit of innovative 
Killer Instinct meets Punc thrown combat, here there's no excuse, and no 








ether with all the grace of a hastily upshot. Full of modes with little depth 





improvised сос t. Tactically limited beyond the menu, Facebreaker is vacuous, 











to high/low сот and p: p its fights without ceremony, nterface 

breaker’ move: action becomes without flair and its novelties without 

infuriatingly hard to read, the animation purpose beyond littering the boards at Dubbed es Party, the Wii 

„шалы mak docti dens айй. Never n LOT Mot version of Facebreaker naturally 
a make decisive defence Gamefaqs. Never mind breaking face - wha benefits from the game's skeletal 

impossible. 'Go for the Achilles hee emerges here is a dire need to save it. [3] combat system and clean, simple 


looks. Lunges of the Remote 
and Nunchuck throw basic 
punches, while buttons modify 
them into their different types. 
Earlier promises that Wii was 
getting а 'built from the ground 
up' exclusive version were 
somewhat exaggerated, the few 
differences here including an 
extra character and multiplayer 
modes. Absences, however, 
include online and the other 
versions' highlight: character 
creation. Whatever assurances 





The obligatory precision-engineered ‘EA Trax’ clash 


horribly with the rehashed Fight Night frontend, are being offered to Nintendo 

rubbish character roster and casual disregard for fight fans, few are likely to 

established fighting game mechanics. Just remember warm to an even more limited 

that Rumble Roses XX, Dead Or Alive 4 and Def Jam: version, port or otherwise. 

Fight For New York, all vastly superior players in the a 


genre, are now available for a fraction of the price 
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VIVA PINATA: 


| POCKET PARADISE 


EPTEMBER 





e саар: h, those little piñata. You'd never 
xat с | диез from looking at them how 
close they can bring a grown adult 


3 A AN AA 





А major addition to Pocket 
Paradise comes in the form of 
tutorial episodes that crop up 
throughout the game to 
introduce some of the more 
complex concepts on offer. 

These present you with a sample 
garden and a series of challenges 
in a sequence that relates to а 
problem you'll shortly face in 
your own project. The solutions 
are completely telegraphed and 
simply have to be played through, 
but they illustrate extremely well 
the cues you should be looking 
for in your own garden - and go 
some way to making up for the 
lack of a useful tutorial at 
beginning of the game. 
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to teeth-grinding frustration and the 
temptation to create a DS-shaped hole in 
the nearest window. That's always been the 
tension at the foundation of Viva Piñata: 
on the one hand, the player just wants to 
build a lovely and harmonious garden that's 
full of colour and happy animals; on the 
other, the pifata like nothing more than to 
fight, moan about not having enough turnips 
or thistles, and generally create trouble 

It's what makes Microsoft's attempt to 
position Viva Piñata as a children's brand 
confusing: the game may look like it 
wouldn't say boo to a goose, but in reality 
it will happily wring its neck. It's a deep 
strategy experience wrapped up in candied 
colours and awful songs, and hides its 
merciless nature and constant demands 
behind sheens of buddy-buddy companions 
and sweet FMV. And in Pocket Paradise this 
distinctive aesthetic has been translated 





As your skill increases alongside the piñatas’ rarity, their 
romance requirements increase: it gets a bit like a band 
rider, especially as they want them anew each time. You 
get the last laugh when selling the precious baby, though 
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The piñata aren't as detailed as their 360 equivalents, but a large part of their charm is carried over thanks to the clever 





‘oS Gee 


animation. The mating dances, meanwhile, have also been squeezed on to DS, but don't make the transition quite as well 


without loss: the piñata are bright and 


delightfully ruffled, and their character comes 


through as strongly on the small screen as it 
ever did on Xbox 360. 

There are other distinctions between this 
and the original that are few but crucial: the 
total he garden is smaller, there are 
some extra piñata to attract to your plot, 
and the interface (and view of the garden) 





has been changed to better suit the demands 


of the portable platform. It's the latter point 
that's of particular interest: the interface is a 
huge improvement because the game 
changes completely with this more tactile 
feel for the mundane tasks. Double-tapping 
on weeds, whacking a sour piñata or simply 
throwing four or five seeds down in 
combination is all of a sudden a pleasurable 


part of the experience rather than something 


that has to be worked through until you can 
employ workers to do it for you. 

There are some little annoyances that 
never quite coalesce into a bigger problem 
Movement, for example, is at a constant 
speed, which when your garden increases 
in size becomes tiresome. Soi 





nething as 
simple as making the speed of movement 
between the touchscreen and D-pad differ, 
even slightly, would have been welcome 

it is possible to skip around by pulling out 
of the garden view, but constantly switching 
views simply in order to navigate shouldn't 
be necessary. 

There are other improvements that prove 
themselves slightly lopsided. The mating 
minigames of the original, which became 
hugely annoying after a certain point of 
critical mass, have been jettisoned. However, 
there doesn't seem to be an obvious 
replacement for the welcome injections of 





Ай the companions are here, and the shopkeeper is аз 
mercenary as ever - sometimes you think the only reason 
you're playing is to pay their mortgages. Maybe Animal 
Crossing really has brought a hardcore edge to gardening 


gold these bring, meaning the first few 
hurdles of the game are spent desperately 
mating your stocks of pifiata to sell their 
babies. Red in tooth and claw, and all that. 

If Pocket Paradise makes you want to 
throw it against something, though, it's only 
because it succeeds in making gardening 
compulsive. It's undoubtedly found an 
ideal home on a platform designed for ten- 
minute segments of activity and attritional 
landscaping — and if it suffers from one or 
two little weeds then, well, you've just got 
to grit your teeth and get on with it [7] 
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Reaching this caged creature found at the end of 

each stage is all that's needed to get through the game, 

but three treasure chests and at least three bonus. 

missions on each level are there for the completists 
us и 





А dash along an iron horse locomotive helps break up the 
slightly familiar lava, ice and plant world themes. A scramble 
through a Wurlitzer-neon casino mixes things up even further 


WARIO LAND 
THE SHAKE DIMENSION 


SEPTEMBER 


NINTENDO 


f Mario has a monopoly on 
I boundless energy and Link on wide- 

eyed adventuring, then Wario claims 
dibs on impatience. Continuing on from 
Wario Land 4 on GBA, Shake Dimension 
plays on this particular trait by dividing each 
stage into two phases: a greedy stretch of 
looting and a mad hightailing out of there 
as Wario inevitably triggers an alarm. 

For all the theoretical frenzied snatching 
of the first phase, the pace is surprisingly 
sedate. Calmly calculating how to chain 
Wario's moves to propel him towards 
otherwise unreachable treasures couldn't 
seem further from the ADD-addled larks of 
WarioWare's microgames. However, while 
keeping tabs on Wario's catalogue of sprints, 
barges, stomps, slides, skids, rolls and 
tumbles stalls the action, actually enacting 
your plan requires feverish button dexterity 
few platformers can rival. 

Hotfooting it back to the exit is far 
simpler, often completed in under a minute 








and reliant only on maintaining momentum 
injected by cannons handily littering the 
stages. As such, each level is designed to be 
played in two directions, a decision that 
wows and confuses in equal measure. 
Motivated by the riches squirreled away in 
each stage, it's possible to slave away on 
‘solving’ part of a level only to discover it’s 
intended to come into play on the trip home 
This block can be broken now, that block 
can’t; a sloppiness rare from Nintendo 

A handful of stages pull off the effect 
with aplomb. One laborious left-to-right 
struggle through a Chinese trampoline 
emporium becomes a frantic pinballing 
ricochet return, while a labyrinthine Gothic 
keep allows Good Feel to show off Wario's 
beautiful animation as he skids through the 
snaking interior. The sense of kinetic energy 
njected by Wario's hand-animated design 
cannot be praised enough: from the Wile 
E Coyote dust clouds off his hurricane legs 
to the Daffy Duck rage of his bulbous face, 


The side-scrolling submarine sections 
bring back fond memories of Super 
Mario Land, but did we need three of 
‘them? Wario's tilt-controlled spaceship 
gets but a stingy minute of onscreen 
time, despite being more entertaining 





Tilting the Wii Remote to aim а 
Wario-filled cannon does a little 
to reinvigorate this cannon-to- 
cannon run, but Donkey Kong 
Country still а lot to answer for 


this is the most comedic realisation of the 
character to date. 

But while Wario's physicality reaches new 
heights, his older habits die hard. Perhaps 
taking its cue from WarioWare, there's a 
ridiculous turnover of ideas that gives very 
few the space they need to breathe. 
Nintendo is famed for sprinkling around 
mechanics other developers would build 
entire games on, but here the effect is quite 
irritating. Shrinking machines, snowball 
Wario, a tilt-controlled spaceship, mine carts, 
flaming Wario — some appear for less than 
five seconds, while bombs and swing vines 
are regurgitated blandly throughout. 

Perhaps this is part of the Wario ‘joke’, 
a parody of Mario's sublime pacing for a 
parody of the sublime Mario himself. Put it 
down to Wario's shambolic ways, however, 
and how do you explain the tiresome 
structure elsewhere that has you replaying 
levels to satisfy bonus criteria? Not losing 
health, collecting gold, killing one specific 
enemy — yes, they lengthen an otherwise 
six-hour game, but such nitpicking doesn't 
fit with the overall ‘ah, fuggetaboutit 
ethos. That your only reward for doing so 
is a measly sound test is more galling. 
Whatever happened to the everything-but- 
the-kitchen-sink approach of WarioWare 
Twisted's 200-something bonus trinkets? 






That it 
an unexpected disappointme 








What of the 'shake' dimension 
itself? While seizing a hapless 
goon and whipping him around 
into a shrieking blur is amusing 
the first few times, the Remote- 
shaking controls are little more 
‘than another ‘flick to make 
something happen’ setup that 
Wii developers seem so keen on. 
Lobbing objects involves tilting 
the Remote to aim a reticule as 
in Yoshi's Island, but so few 
scenarios require this move that 
it's rendered useless for most 

of the game. Shaking treasure 
sacks, however, and watching 
their golden booty spill out over 
the level will always satisfy - 
appealing to that same twisted 
part of the brain that has you 
destroying every last rock, 
computer and Ewok in search of 
Lego Star Маг tinkling studs. 
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PIXELJUNK EDEN 


FORMAT: PS3 RELEASE: OUT NOW. 
PUBLISHER: SCE DEVELOPER: Q-GAMES 


igh pollen count реса 


james and tradition: 














Monsters of Desktop Tower Defense, Racei 
many fr t tc r 
unk Eder Jeveloper's 
excursion the true unknown 
are faint echoes of ast 
system s, a Ri 








Eden's threeplayer offline-only 
option is a little superfluous, an 
extra mode that has pulled time Ten level 
and resources from other parts of 
the project for very little reward. 
Chief among the problems is, 
predictably, the camera. It strains the game's overar 
to contain the wild momentum of challenge. ТЇ 

its three darting subjects, before e: 
settling apparently arbitrarily on 
tracking just one Grimp. If a 
player falls offscreen then, after 
a couple of seconds, they will 
warp back into the midst of the 
action, but since the game often 
can't decide where that action is, 
frequently it will simply track a 


Eden's parts 


2 and soulf 





dens’, each prese 


a flat-tone c 





foliage silhoue 

















characters fall, bringing everyone  SPectra, 9 d nhid 

else down with them. It's a case act like Мапо% st 'eturning you to the 

of more being very much less. hub screen wi ind and opening up ne 
———————— — gardens as the collection expand 








tion, and si 
teractions aren't rich enough to allow the 


same environments to be 





Tomohisa Kuramitsu's melancholy techno soundtrack complements the high-art visuals, an 
unexpectedly successful marriage of four-to-the-floor kick drums with intricately drawn flora 
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multi-function mappin 





р and d a freq 











Plant placement remains constant, no matter how 
many Spectra you've collected thus far. The decision to 
limit players to one Spectra per excursion artificially 

extends the length of the game in an unnecessary way 





PSP download play is seamless and the game's use of 
Sony's all-new Trophy system is well-structured, inspiring 
players to approach it їп different and inventive ways 





s are often performed through 





your Grimp will stick to plants 
p of the button release 


al of standard interactive 








y long time to relearr 


se, tap the 





ton once while standin: 





on a plant and the Grimp will release a short 





silk that works as a kind с 














y bungee cord allowing you to 
jain m tum and launch 
ata But 0% decision to 
Ik deployment an automatic 
any kind of button input 

king the string, seem: erintuitive 





5 spent with the game 


awkwardness is an 








pleting life gauge that acts as a time 








ach excursion. While this gauge 
t adds 


ure that seems 





filled by collecting cryst 





a low-level, niggling pr 
ids with tt 





2 gentle and leisurely 








tmosphere the re: ign generates. 





y Japanese 
ї for all 


hanically 





[7] 


GEOMETRY WARS 
RETRO EVOLVED 2 


360 OUT NOW 
ВІГАККЕ СКЕАТО! 


ACTIVISION 








or three years, Geometry Wars has 
F] been the star of XBLA, the poster 
child for download gaming, and a 


title responsible for grinding millions of 
thumbstick sockets down to a fine white 
powder. It was Retro Evolved that reminded 
us that games don't have to be bulky to be 
epic, nor do they need to be brutal to b 
sadistic. A reminder that games could be 
atom-sized chunks of pure digital 
malevolence, flinging sound and fury at 
the player for less than a minute at a time 
Full of bright flashes and sharp surprises, 
Geometry Wars always looked a bit like a 
magic trick. Now, with the release of its true 
sequel, it feels like one, too: even though 
Retro Evolved 2 cribs extensively from series 
stepchild Galaxies — and gives you far less to 
play with when all's said and done - it stil 
manages to feel more essential in every way. 
It's not magic, of course. This is just the 
in-built judiciousness of a classic in the hands 
of its original creators. And in among the 
spark and fizz, it's that same judiciousness 
that may be the sequel's defining quality. Six 
modes would normally seem like a recipe for 








gimmickry with a game this simple, but 
Bizarre Creations refuses to descend to the 
level of quirky mazes or unlikely boss fights. 
Instead, it offers up a careful deconstruction 
of the game's inherent qualities, as if the 
original had been put through a separation 
mber, with each of its individual 





ch. 





components then sounded out for their 
specific potential. So alongside the classic 
Evolved mode and electronic chicken run of 


‘As with the first game, the leaderboards are where 
the true battle is. While the path to a million points 
is now considerably shorter thanks to the Geoms, the 
game is still the vicious battleground it always was 


PGR4's Waves, we have Deadline, which 





gives you infinite lives but just three minutes 





to rack up poin 


map into fragile bubbles of invincibil 
floating in a sea of extreme vulnerability, 
Pacifism, which robs you of your guns 
entirely; and Sequence, a rousing mechanica 


King, which divides the 





y 





ghost house filled 
rooms which must be beaten one after the 


h delicately weighte: 





ther. In among this are a handful of new 
enemies and соп 
versions, such as the return of Geoms, 
expelled by destroyed foes, which bc 
the multiplier and force you to play in a far 


idered thefts from earlie 





more risky manner. 
Not everyone will be happy, however. 
There's something slightly scandalous about 














Multiplayer would ride high in the list of bullet points if 
Retro Evolved 2 came in a box, but the heart of the game 
remains a solitary endeavour, best played in a darkened 
тоот with headphones and an endless supply of tea 





the way those Geoms allow you to rack up 
previously incredible scores fairly quickly, and 
the decision to allow you to retain your 





multiplier when you die means that strategic 
second smart-bombing is no longer as 
ial a skill as it used to be. Equally, many 
will be unable to forgive the lack of online 
multiplayer alongside the local variety. But 











this final issue at least may be yet another 
sign of Bizarre's confident stewardship, as the 
slightest hint of imprecision or lag in a game 
as laser sharp as this would be a betrayal. 
Retro Evolved 2 may refine rather than 
rewrite, but it also boasts the effortless self 





assurance of a mini masterpiece. As a suite 
ggests downloadable 
пайу making good on their 

try Wars 


e. It may be 


of strong rele; 











promise, it's only right that 
uld be leading the charg 


pulled together from no more than shards of 


зеот 





but few games manage to be both а 





ne have 


kind. [9] 


се and an art, and alm: 











This is what firework displays would look 
bonfire night were to be organised 
by Steven Hawking, Jackson Pollack and a 
manic Spirograph fanatic who'd forgotten 
to take his medication for the last week 


Cube with a view 








It's one of the game's stranger 
inclusions: holding down the 
back button and the right 
bumper will pause the game and 
allow you to zoom in and out of 
the action, even nudging the 
battlefield into three dimensions. 
It's pure showing off on the part 
of the development team, of 
course, but it's still pleasing to 
see that Geometry Wars frozen 
abstract dioramas can be every 
bit as involving as the battlefields 
of Halo 3. The option to save 
films next, please - we've got a 
couple of 2D machinima projects 
we want to get started on. 


DRAGON QUEST IV: 


CHAPTERS OF 


THE CHOSEN 


ЛАТ. DS RELEASE: SEPTEMBER 12 
PER: ARTEPIAZZA PR 


SQUARE ENIX 


SPACE SIEGE 


our now 


GAS POWERED GAMES 








hat is a pleasant return to 
W Dragon Quest IV for the 

Japanese and US markets (if 
you accept the witless censored NES 
version released in the US as canon) 
is an exciting debut in overlooked 


Europe. Elsewhere, the remake is 





surveyed for graphical and mechan 
tweaking; it is the localisation itself 
that promises British shores a treat 
For while the mechanics are well w 
by subsequent Quest dabbling, the 
narrative structure remains an 
interesting premise to this day. 
Divided into six chapters, the first 
four focus on four individual heroes. 
Think of it as the Robert Altman 
approach to RPGs: an ensemble 
cast that, in going about their owr 
normal lives, reveal more about the 
world than any single uber-hero ever 
could. A soldier, a princess, a 











merchant — worlds apart and yet 
somehow in the same world. The 
variety of scenarios demanded from 
the average RPG are rarely so 





naturalistically present 





And where having five rebooted 
heroes (the fifth is your character, who 
brings the other four together) would 
suggest five times the RPG toil, the 
pace is actually slickened. The constant 
levelling up of five low-level grinds 
puts off that eventual slog to the fifth 
and sixth chapters, 


ach of the earlier 





tales playing out to a statistical 
spiralling that paints an exciting picture 





ArtePiazza's 3D world - putting even the recent 
Final Fantasy efforts to shame - can be spun 
with the shoulder buttons, often revealing 
hidden items or characters previously obscured 





of a nati 
Additions to a title never before 


on gearing up for a fight 


played are more difficult to see 
Battles, in particular, remain their 
hoary old selves, only Toriyama's 

monster design receiving any love 


king. 





from a visual rewo 








To finally be able to understand 
the and to have it so wittily 
translated me of the written 








dialects have to be read out loud to 


be understood, let alone believed 





is Dragon Quest's raison d'etre [8] 





Torneko's chapter takes an interesting mercantile direction, the RPG grind joined by the daily grind о! 
a store owner as the poor chap serves a constant stream of customers in hope of precious commission 
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pace Siege is not only hugely 
S) sitar to its progenitor 
Dungeon Siege, but it also 
houghti 








ssly from umpt 






the last five years 





y unoriginal 


creation burdened by memories 








at 





ached to the good ideas it's 
se by the 





imitating, and made v 





sloppy execution of basic mechanics. 





Set aboard a spat 


eship in the 





near future, yo 





re a gene 
marir 


of arbit 





materials that are then used to 





upgrade your weapor 


r mute robot sidekick. At interval: 


armour, ог 








you are р ed with the choice of 


stalling a new cybernetic implant 





эп arm, an eye, a spine, or some legs 
Thec 


mportai 





d as being 





an apparent loss 


t the 








of humanity if you accep 





The use of guns in place of melee combat 
makes you want to circle strafe, but the 
controls make avoiding enemy fire awkward 








The spaceship's architects were seemingly 
inspired by Doom 3, giving every area a grey, 
metallic design devoid of character. One day 
we may see brightly coloured spaceships 





implants. But aside from slightly 
different available skills, there's no 
tangible consequence. 

As you progress, you encounter 
ater numbers of gaming cliché: 





Small girls will run across corridors 

giggling, only to vanish when out of 

sight. The ship's artificial intelligence 
acting suspiciously and may have 


You listen to a lot of 





jlterior motive 
onveniently placed audio recordings 
from unseen crew members. 
There's a very deliberate pattern 
ack-and-slash dungeon c 
Monsters are killed, treasure is 





Мег. 





collected and used to buy new 
juipment, which in turn facillitates 

greater monster killing. When done 

right the fountains of gold, advancing 


levels and satisfying sounds result in a 








trance-like flow of satisfaction. When 
the sounds are forgettable, the 
y and the advances 


are irrelevant, it’s as dull as this. — [4] 





tains are c 


STRONG BAD’S COOL 
GAME FOR ATTRACTIVE 
PEOPLE: EPISODE 1 


PC, WII RELEA 


OUT NOW 


ER: TELLTALE GAMES DEVELOPER: IN-HOUSE 





point-and-click genre 
should be an easy means of 
transferring the wordy worlc 
of the Homestar Runner to vidi 
form. It's а genre that gives 
eminence to the writing — and 
res that the cult 








game 


pr 








certainly this ensi 





internet animation's gentle humour is 
represented uncontaminated. Here 
is the same odd assemblage of 


characters, with their quaint lexical 





surrealism and ironically infantile 
ambitions. Playing as luchador bully 
Strong Bad, y 
game is simply to give the pepper-pot 
shaped Homestar a beating 
Unfortunately, Telltale Games has 
made a game that is painfully short 
on interaction. Strong Bad 





primary motive in the 











Il happily 


describe the objects around him, 





In a cheeky jab at Zelda, and as if to underscore 
just how arbitrarily imagined the Homestar 
Runner universe is, Strong Bad can choose to 
mark new locations on his map anywhere he likes 


Though making no difference to the plot, Strong 
Bad can play several minigames. Series favourite 
retro videogame Snake Boxer V makes an 
appearance, as well as Teen Girl Squad. This is 
the most amusing of the bunch — a crudely drawn 
animation in which the aim is to kill off all of 

the pubescent characters in unlikely accidents 











but any more s 

is often limited pscure 
instance that се the plot. It's 
perhaps a hallmark of the point-and. 








adventure that such bottleneck: 


present themselves, but rarely do they 





begin with them. In the days о 


LucasArts’ primacy in th 








ns ani 





es would bury you in йе 





present you with sev enues 
f investigation, multiple 
requiring your attention. Strong Bad’ 





Cool Game barely even deigns to tell 


you what your objectives are, much 





less encourages you to care about 
them. Some of the hints are eve 
nisleading: Strong Bad announces 


that he should try to talk to Home 





even when Homestar is nowhere 
ficant 


to be found, but the р 





event is to examine a bush near 
Marzipan's house 


Things pick up around the middle 





of the episode: objectives suddenly 
become cl 


interesting, and the means of 





arer, more 








achieving them Ви 

you wonder if p 

to spend this amount of time loafing 
around the Homestar Runner universe 





or whether their interaction with 


best limited to ten-minute bursts via 





rowser, perhaps while 


inking a couple of Cool One: 14] 











SIREN: BLOOD CURSE 
EPISODES 4-12 


АТ. PS3 RELEASE: QUT NOW 


SCE DE 


N: E190, E192 













on last month's review 
opening three episodes 


loadable 





rvival horror rem; 









and unsettling, the cont 


ingly 





d by a sharply 





ed interactive archive. It was 
ive and recommended 
ther the 





scary, inexp 





the only question was wh 





game could sustain its quality o 
the remaining episode: 

The answer is a more or less 
traightforward yes. Some elements 
oped. The shibito, for 


nd their initial 





rm into ever 





bleeding-eye гот 


nore gruesome insectoid mutatior 





(David Cronenberg's The Fly hover: 





horrors as an obvious inf 





ence), whict 


varies play — enemies can fly and walk 


The story reaches extraordinary peaks of bleakness before rebounding back into happier, more hopeful 
territory thanks to a narrative convulsion that leaves the course of events even less clear than before 


IN-HOUSE 





is well as making things 





on ceilings 
generally more horrific 

Other areas are revealed to be as 
k-on 
nies is that, as 


weak as feared. An и 





happy kr 


effect of the new ene 








the limits of the game are tes 





id more 
fully, the flaws in the controls become 


more noticeable, especially during 





combat. With shibito no longer 
anchored to the ground, players may 


Ives relying more heavily 





find 
on the optional firstperson perspective 
rather than the cumbersome default 


em: 








and the resulting comparison 
FPS О; 


On balanc 





5 is unflattering. 








remarkable achievement. Not the 





technological breakthrough Sony was 


initially hoping for, perhaps — the 





announcement of an eventual Blu-ray 





release signals the end of that — but 


it's still a very effective and, at £2( 


attractively priced horror game, — [8] 





As the later episodes increasingly move away from cramped indoor spaces, you'll rely on sightjacking less, 
though a new variation — sightjacking memories attached to particular objects — is used to solve puzzles 
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FUTURE: QUEST 


FOR BOOTY 


PS3 RELEASE: SEPTEMBER 


SHER: SCE DEVELO 


R: INSOMNIAC 


ps 


OUT NOW (JAPAN), NOVEMBER (US), SEPTEMBER (UK) 
IGNITION ENTERTAINMENT DEVELOPER: SNK PLAYMORE 








The rail grinding sections return and, just as in the previous game, redeem their lack of challenge with 
their sheer thrill and effortless exhilaration as you're treated to a high-speed tour of the environment 


hile the experience is brief — 
М\/ | at four hours you may wet 

finish it without leaving your 
seat — it's hard not to warm to Quest 
For Booty charm. With such little time 
to entertain, Insomniac has stripped 
away every inch of slack, delivering a 
consistently entertaining title where 
ly against 
puzzle solving and hugs shooting 
sections. There's barely a heartbeat 
between them. Everything here is 
concentrated into its purest elements, 














platforming nestles tig 


helped by a genuinely witty and 
endearing script and only let down by 
cost-cutting animation 
Mostly, though, the quality is 





occasion; 


flawless. The lush and vibrant 
environments are every bit the equal of 
the full-fat Tools Of Destruction. The 
design never fails to engage as you 
hop over hazards and solve amusing 

if simple, riddles. In fact, the lack of 


hardened challenge is part of the 
allure. This isn't testing skill, it's 

simply about killing an evening and 
thoroughly enjoying it in the process. 
It's even innovative — for the series at 
least — introducing features such as the 
ability to pick up objects, smashing 
open doors with rocks or using 
glowing grubs to illuminate dark 

caves. Ratchet's wrench al 
manipulates the environment at a 





distance, using an electrical tether to 
tilt platforms or move springboards 
to open up new paths 

While the UK price has yet to be 
decided at the time of going to press, 
the $15 American tag implies a cost tc 


match Siren's three- оде £7 ticket. 





Which would make this an essential, 
f disposable, gaming treat. It also 
suggests that, if PSN can keep up 
thi: 
Sony's most important assets [8] 





ualíty, it could become one of 


hough it's the latest in a series 
Т that has barely changed since 
it began in 1996, Metal Slug 7 
still has the capacity to stimulate 
anticipation. The fact that the DS 
hardware has decent sprite-handling 





capacity helps, giving this portable 
Metal Slug an that stands up 
to the authentic Neo-Geo experience. 
п fact, enemies and explosions 
routinely crowd the s. 
M. introduction: shower 
of bonus coins. Repeatedly hitting 
targets now fills a gauge at the bottom 
of the screen which, when maxed 

out, causes all destroyed enemies and 
objects to release coins for a short 
period. Collected one at a time, 

they're worth very few points, but 
collecting many in a continuous run 
racks up their individual values at an 








ееп, along with 








75 main 








exponential rate. The result is a more 
rigorous focus on score attack, a 
feature supported by the lack of 
infinite continues 

There's a little slowdown, especially 
in the screen-filling boss encounters, 
but, more distressingly, MS 
the pixel-for-pixel perfection that 
typifies the series, with a strange 
scaling effect betrayed as the levels 











7 lacks 


scroll by. Backgrounds, too, fail 
to match the detail, variety, clarity 
and sheer distinctiveness of many 
previous versions, the levels comprising 
a mostly uninspiring collection of caves 
and mountainsides rather than the 
vibrant cities and jungles that you 
might expect. Of more annoyance are 
the holes which can be frustratingly 
ricky to make out and which, 
naturally, send you to your doom. 

The action is wonderfully 
responsive, however, a necessity given 
the amount of ordnance thrown 
around. Though they were by no 
means unfamiliar to the previous 
games, here levels have a more 
marked tendency to be built around 
locked-in sections, in which all enemies 
must be destroyed to continue. Bad 
Guys pile in with abandon, and with 
the right weapon these sections 
prove enormously cathartic, perfectly 
capturing the spirit of Metal Slug on 
the small screen. The game's seven 
levels may not boast the artistry 
and meticulousness of its forebears’, 
but they boast action that at least 
equals them. As such, it's hard not 
to recommend coming back for 
more once again [6] 





A raft of score-attack-based challenge modes set in ү 
specific sections of each level, including boss fights, E 
melee weapons only and time attack, ensures таг V 

MS7 will stay in your DS's slot, but they don't have 
the variety of those in Metal Slug X. It's difficult to 
rest on either liking the fact that SNK Playmore has 
resisted ‘enhancing’ the Metal Slug formula with 
touchscreen controls or being disappointed with the 
pointless scrolling level map that's displayed on it 








Puzzles break up the action, like adding drink 
ingredients in the right order to please a pirate 
And while Ratchet is known more for his trigger 
finger, these simple challenges fit in seamlessly 
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RHYTHM TENGOKU 


GOLD 


FORMAT: DS RELEASE: OUT NOW (JAPAN) 
PUBLISHER: NINTENDO DEVELOPER: IN-HOUSE (R&D1) 





йе the transition from 
W| Game Boy Advance buttons 
to DS stylus control made 


WarioWare Touched a far easier 

game than its predecessor, the same 
is not true of Rhythm Tengoku Gold. 
It's painft 
no clear difficulty curve linking its 





tricky at times, and wit 


sequence of eclectic musical 
minigamesm there's every chance of 
getting bogged down by frustration 
at a disappointingly early stage. 

The control mechanic, though, 
5 simple and ingenious. With the 
console held in the vertically hinged 
book format, the stylus is used for a 





combination of tapping, holding, 





releasing, sliding and flicking motio 
that provide far more rhythmic varie 
than the origina 

A potion 











me could mus 





haking production-line 





bottle, sliding to shake the contents in 





time with the beat, then flicking tc 
pass it along the line, proves that the 
concept can work perfectly. On the 
oth 








r hand, a needlessly fiddly 





vorking of the karate round from 
Rhythm Tengoku highlights а lack о 
precision in the control system. Less 


forgivably, more than one minigame 








appears to rely entirely on learning 
from repetition rather than audio cues. 
Although the relative complexit 


Gold means it lacks 








the original, most prob! 
ome by р 


rsistenc 





ove 





excellent, the presentation impressively 
polished, and the compulsion to see 
what bizarre scenario awaits in the 


next round arguably ou 





odd moments of stylus. 





irritation that Rhythm 


minigame, involving tapping t 





catch a sadi 





cally hands out 














Touch the screen to stop the 
goblin singing, lift the stylus 
to make him start, and flick 
it to get an extra-loud note 





' SID MEIER'S 


CIVILIZATION 
REVOLUTION 


FORMAT: DS RELEASE: SEPTEMBER. 
PUBLISHER: 2K GAMES DEVELOPER: FIRAXIS 





Defender 


Legion 











Battles are represented in the top screen by rather underwhelming 2D animation, possibly not surprising 
given the numbers being crunched, but the sounds of combat are of similar standard to those on PC 


resh from а successful summer 





campaign on home consoles, 





vilization now marches into 
ndheld territory with a slimmed 
down but essentially version 
of Revolution, joining similar strategy 
orientated franchises Age Of Empires 
and Anno 1701 on DS. 

While the 2D graphics are little 
more than functional, an 











arming 





пе footage of Carthaginian 


Newcomers to the many concepts present in 
Civilization will be assisted by advisors, each 
representing a particular area of government 


dancing bears and the like is missing, 
the game's essence remains very much 
intact: grow an empire by achieving 
the right balance between economic, 
technological, cultural and militaristic 
aspects of government. 

Options for the main singleplayer 
game, Random Map, are somewhat 
lacking, with difficulty level and leader 
being the only variables. Veterans of 
the PC version will baulk at both the 
absence of tweakability and the 








rapidity with which games can be 
completed, being a matter of a few 





hours rather than weeks. 
However, the presence of ten 
different scenarios, each with a bias 


towards one particular area of 





government, bestows variety and 
longevity, and there's the post-release 
promise of competitive Game of the 
Neek scenarios too. Fourplayer online 
adds further meat to the package. 

The control system is as 
accomplished as you could wish for. 
Unit movement and menu navigatior 
are controlled via the stylus, which 
proves a more than adequate 
substitute for a mouse. Only when 
scrolling across the world map does 
t feel clumsy. 

n terms of distilling the core 
m FC to 
handheld, this is almost as victori 





Civilization experienc 





as the PC-to-console iterations 





eath is almost always trivial in 
D videogames. Whether it's yours, 

the enemy's or innocent 
bystanders, the pace of action in 
everything from Super Mario Bros to 
Gears Of War ensures there's no time for 
reflection or regret. Exacerbated by the 
generally low standard of writing, the lack 
of sympathy for enemies and allies alike is 
gaming's weakest link in terms of 
emotional involvement 

The few times you do feel remorse 

for a virtual murder are therefore 
heightened by their rarity and 
unexpectedness, Although it features 
enforced labour and the sacrifice of 
countless hundreds of lives for the benefit 
of your lone player character, Pikmin was 
deemed family-friendly enough for a 3+ 
age rating. As with many of Nintendo's 
best titles, the apparently cheerful exterior 





is no guide at all to the complexity of 
the content within 

The release of Pikmin marked 
something of an end of an era for 
Nintendo, even though it was released 
just a month after the launch of the 
GameCube hardware. In the early NES 
days the company was kept busy 
establishing its mascots and key franchises 
as the videogame market was reinvented 
following the Atari-led crash. But once 
created, its development — particularly in 
subsequent generations ~ was forced to 
split between creating other new IPs and 
maintaining those that had already proven 
their success. 

There is something very different 
about Nintendo's new franchises from 
the 16- and 32bit era, though, with the 
majority bearing much more obvious 
comparison to the creations of others. 


Nintendo EAD's last new hardcore IP is now over half a decade old, but what was its 
achievement: realtime strategy on a console, or guilt-inducing vegetables? 





As fans ticked off the checklist of AAA 
Nintendo racing games, flight sims and 
beat ‘em ups, the revelation that Pikmin 
was a realtime strategy game made far 
more sense than the continued reticence 
to create a firstperson shooter. 

Whether the likes of Command & 
Conquer were ever really direct influences 
for designers Masamichi Abe and 
Shigefumi Hino has never been clear, with 
the most commonly quoted inspiration 
being Shigeru Miyamoto love of 
gardening — a hobby unlikely to have 
preyed on the minds of too many 
Westwood Studios or Blizzard employees. 

The verdant fields of Pikmin's world 
allow for a typically Nintendo-style 
context for a normally war-torn genre. It 
starts with gnome-like spaceman Captain 
Olimar (Orima in Japan - an anagram of 
Mario, as if Nintendo was afraid to create 
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Rather than opt for the easy root of Pixar-style 
gormlessness, their visual design, particularly 
the eyes, is almost as creepy as it is appealing 
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THE MAKING OF... 


NARC 


Revolutionary technology helped NARC bring the war on 
drugs to arcades — but did we all end up hooked on HD? 


WILUAMS IN-HOUSE 





here aren't too many 





have nearly had their 
heads torn off by a pit bull, but 
NARC was nearly one. “That was 
the one time | was scared shitless,” 
laughs Eugene Jarvis, reminiscing 
from the relative safety of his 
office at Raw Thrills in Skokie, 
Illinois. "Get two pit bulls in the 
studio and they'd start going nuts 
The cage starts jumping around 
and they egg each other on. 
They'd wander over to the camera, 


and you'd look at their head and 
think: ‘That's b uld 
bite my arm off 





That thing c 


If Miyamoto is the Spielberg of 
videogames, then Eugene Jarvis is 
John Carpenter. In the days when 
most designers were lost in their 
mazes, early Jarvis productions 
Defender and Robotron: 2084 
stood out as clever and 
unrelenting, with more room for 
satire than sentiment. In the late 
805, he turned his attention away 
from science fiction and towards a 


vivid present of strip joints, drug 


dealers and vigilantes who stalked 





the mean streets dealing justice 


out of a bazooka. This kind of 





game would require a different 
treatment to the stylised neon 
graphics Jarvis tended to employ 
A groundbreaking project, it 
would use real actors, real pit 
bulls, and even hi-def screens. 
МАКС marked the designer's 
return to an industry he had left 
after the crash of 1983. “Everyone 
was burnt out in the mid “805,” he 
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T SAY NO 


idw 





Say no to drugs; say yes to 
stubble: Jarvis in 1988 at the 
release of NARC. The dev team 
also included Larry DeMar, 
who'd worked on Robotron 
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“We used high resolutions and 
thought there would never be 
another standard-resolution 
game,” says Jarvis. “At the 

same time Double Dragon 2 was 
ош. They'd just used a bigger 
screen, and everybody loved it!" 











recalls, "Was the whole thing just 
another fad? Was it disco? You 
write a one-hit wonder but you 
don't want to hang around the 
club when you're pushing 40." 
Jarvis couldn't stay away for 
long, however, and їп 1986, after 
getting an MBA from Stanford, 
the promise of new graphical 
breakthroughs lured him back to 
the world of ROM boards and coin 
slots. “As games got better, the 
amount of animation increased,” 
he explains. “You needed armies 
of animators. And Japanese 
animators were just destroying us. 
1 was wondering what other 
techniques we could use.” That's 
when Jarvis discovered digitised 
video. "Here was this new 
technology that could 
revolutionise the industry. Rather 
than contrived cartoons, suddenly 
we could tap the emotion of real 
humans. | don't need 3,000 people 
creating every pixel, just actors and 
a green screen, and then | can do 
loads of animation every day.” 
Given the colourful treatment 
of МАКСУ war on drugs, it’s 
surprising to learn that Jarvis’s 
thematic inspiration was 
surprisingly raw. “I had some close 
friends who went down the path 














of drug addiction. | saw the 
devastation. There was this 
frustration: how to combat drugs 
without eliminating everybody's 
civil liberties?” In response, he 
created a violent fantasy, in which 
players could take on the roles of 
vigilantes Max Force and Hit Man, 
and clean up the streets single- 
handedly, eventually wiping out 
the kingpin, Mr Big. 


As these names might 
suggest, NARC was never meant to 
be The Wire. Typically for Jarvis, 
the game would be deliriously 
violent, with RPGs blowing 
enemies into wet red chunks, and 
killer clowns slicing people up with 
machetes. Featuring driving 
sections, bosses and dozens of 
onscreen characters, it was a huge 
project, and the exotic 32bit 
processors and HD monitors meant 
the team was taking a lot of pricey 
risks with unproven hardware. 
“The technology was expensive,” 
deadpans Jarvis, “but Williams was 
willing to roll the dice. Their 






looked great and some days you 
got nothing.” Even with the 
cameras rolling, there was a 
learning curve ahead, particularly 
for a group of designers who had 
never worked in the film industry. 
“We learnt all the lessons of 
Hollywood. Lighting was the big 
one: light a character from the 
front and he’s flat and white. Put 
him in a videogame and he looked 
like a pancake.” Eventually, the 
team resorted to raiding the 
kitchen. “We ended up putting 
white flour on the fronts of the 
pants so the top of the wrinkle 


“Dancers were the best because they had 
control. The worst were the weightlifters: 
you get Rambo in and he's stiff as a board” 


videogame business had gone to 
zero; this was their shot at getting 
back in.” 

Jarvis led a team of about 
seven, “They were young and 
inexperienced. But with that you 
get the passion and desire to do 
something cool. They’re like the 
rock band who've just formed and 
will play anywhere.” Naturally, 
they made mistakes, particularly 
where the HD visuals were 
concerned. "We did some pretty 
stupid things,” says Jarvis. "We 
used 256 colours per character, and 
we found out later 64 would have 
been fine: you couldn't tell the 
difference. We fell in love with the 
technology and got carried away.” 

Capturing digital footage 
was trickier than expected. “We 
built the digitising equipment 
ourselves, and the technology 
was kind of balky. Some days it 


would be white. All of sudden the 
dimensionality was really cool. 
Once you worked everything out ~ 
light from the side, put the actors 
on treadmills — it started working." 
The shooting took place in 
the team's studio, which for a 
month became home to junkies, 
murderers and, of course, the pit 
bulls. "We used everybody, from 
the guy working down the hallway 
to professional actors and models,” 
laughs Jarvis. "Dancers were the 
best people because they had 
control. The worst were 
weightlifters: you get Rambo 
in and he's stiff as a board.” 
Throughout all the problems, it 
was the knowledge that they were 
on to something special that drove 
the team forwards. “You could just 
see this business of using live 
actors and animals was going to 
be really cool,” enthuses Jarvis. 











The home versions of NARC varied in their 
authenticity, as Jarvis recalls: "The poster had 
blood stains. Nintendo made them yellow - it 
was like somebody had pissed on the logo!” 





NARC was a hit, its HD 
display and digitised graphics 
attracting a lot of attention. The 
animation was more sophisticated 
than anything other games could 
offer, and the insane gameplay 
made the cabinet a real spectacle. 
While there was some controversy 
over the violence, it was nothing 
the team wasn't expecting. 
“Someone wrote that it was ‘a 
surrealistic nightmare’,” says Jarvis, 
with understandable pride. “We 
got press, but by cloaking the 
whole experience in justice, we 
got away with a lot.” 

NARC may not be as timeless as 
Robotron or Defender, but the 
Jarvis trademark of crowds of 
onscreen enemies gives the game a 
lasting visual appeal, and the crush 
of bodies feeds into the gameplay. 
“Like Robotron, every little thing 
has its own agenda,” explains 
Jarvis. “In NARC, some enemies 
want to seek you out, some are 
trying to get drugs, some want to 
drop bombs; they all have 
different goals. If you can get five 
or six varying agendas out there, 
you get a rich ecosystem that's 
different every time.” 

NARC also provides a snapshot 
of the videogame business going 
through a transition. “It was a 
paradigm shift from the one-coin 
marathon to the idea of 
continuing, where people would 
unload money to get further,” 
explains Jarvis. “Suddenly you get 
bosses to provide a barrier. You 
say: ‘We need to take $3 from the 
guy right now! It's a commercial 
artform, so the game was just a 
minefield. When people finish this 
kind of game, they move on; we 


wanted them to spend hundreds 
of dollars to get to the end." 

Central to the financial 
imperative was the boss, Mr Big, 

a gigantic jowly head who is 
somehow able to manage a drug 
cartel despite not having any 
hands to speak of. “That sequence 
was just amazing,” raves Jarvis. 
“You shoot the guy's head, then 
you shoot his tongue, his head 
blows off and you shoot his skull. 
There’s spinal vertebrae and the 
head's bobbing around. It's an 
amazing piece of programming by 
Todd Allen. There's a science to it. 
You shoot out the vertebrae, and 
have to get in the right shot as he 
opens his mouth: it's a richer boss 
than most were. 

Jarvis rates NARC in his personal 
top five, which means it's on a par 
with Smash TV, but not quite up to 
the standards of Robotron or 
Defender. "It was a very beautiful 
game. People hadn't seen anything 
like this before. That's the neat 
thing about videogames. When 
Doom first came out, it was: 'Oh 
my God, I'm in this whole new 
world!’ It's getting harder, and 
we're more jaded, but there's 
always room for something new.” 


Despite the game's success, 
digitised graphics enjoyed only a 
few years of popularity before 
being superseded by polygons 
After completing his next game, 
Smash TV (a prescient classic in 
which people slaughter each other 
in the hope of winning toasters), 
Jarvis left Williams, which had 
become Midway following an 
acquisition. “The company was 
screwed up, like their worst 


competitor had staffed the upper 
management. The guys they hired 
could not have done a better job 
of destroying everything. A guy 
with no knowledge about 
videogames says: "What's wrong 
with this company is we need 
more schedules and managers'." 

А rarity among top-tier 
designers, Jarvis is still working in 
arcade games today — his company 
Raw Thrills makes the Big Buck 
Hunter series and The Fast And 
The Furious games. “It’s going 
pretty well, but arcades today is 
a niche business," admits Jarvis. 
“You have to find your place in the 
world. think 1 have a feel for the 
arcade scene and a game that's 
more of an instant gratification 
thing, where you don't spend five 
hours earning the steering wheel 
of your car. There's something 
beautiful about arcades. You can’t 
just be the third guy doing GTA, 
you have to find a spot where you 
can do something cool yourself.” 

That’s something Jarvis should 
understand, because for a large 
portion of the industry's history he 
was on a spectacular hot streak. 
When asked why he managed to 
be in sync with his audience for so 
long, he answers immediately 
"| was the average player. If you're 
a great player, it's much harder to 
be a great designer, because you 
can't relate to the average person. 
I was my own audience, so what | 
thought was cool, everybody else 
thought was cool.” Jarvis sighs. 
"It's like when you listen to that 
song and think: "That's what I'm 
thinking!’ Back then I was in the 
audience and on the stage at 
the same time.” 2 
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Support structures 


Sony isn’t just about making consoles and games. It also spends time 
and money helping other coders get the most out of its hardware 


t can be hard to pinpoint how 
gradual day-to-day changes 
build up into something more 
E . But at least when it comes to 
game consoles, there's the discontinuity 
of the individual hardware releases to 
throw back some relief. Personal 
longevity also helps, and as one of 
Sony Computer Entertainment Europe's 
longest-serving employees, Paul 
Holman, now vice president of 
technology, has had one of the best 
seats inthe house over the past decade. 
“When we started out with developer 
support, as we were called in the days of 
PlayStation 1, we were just dealing with 
the UK and France. There were very few 
developers anywhere else,” he recalls. 

Back then, PlayStation’s so-called 
PAL territories were considered 
something of a backwater compared 
to Sony's Japanese R&D heartland and 
the business- and marketing-savvy 
North American market. 

Now, however, Sony's London 
headquarters looks after an area bigger 
than the British Empire at its peak. As 
well as several dozen European countries, 
including the fast-growing eastern 
region, there's the booming Gulf market, 
India, Australia and New Zealand, Of 
course, this has had a huge impact in 
terms of the consumer side of the 
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business with PAL territories comparable 
to the US in terms of installed base for 
PlayStation 2 and PSP. And PAL is already 
the biggest PlayStation 3 market. 

This strength is also reflected in the 
geographical spread and number of 
developers Holman and his 60-strong 
team - now operating under the title 
SCEE R&D and Developer Support 
Services — have to look after. 

At the company's recent DevStation 
conference in London, for example, 
approximately 500 developers were 
in attendance, from 22 countries. It 
would have been 23 but the Australians 
missed their flight – no matter, since 


» SCEE runs regular developer days down 


under, and most recently held its first 
Indian event too, something that looks 
certain to become a regular occurrence. 
Through various quirks of culture and 
history, SCEE also gets to look after the 
very active Shanghai development scene 

— and with the likes of Ubisoft and Epic in 
the region, plus all of the local studios, 
that adds up to plenty to do. 

But it's not just the extent of the 
travel that's a significant change. 
Holman says the sort of assistance 
developers expect from a console 
manufacturer has changed since the 
days of the first PlayStation. 

“People’s expectations have gone up 
massively,” he says. “In the early days, 
studios would only give us limited access 
to their games, whereas now we can get 
source code, For example, there are 
three games we're currently helping 
out on where we have access to the 
developers’ Perforce [revision control 
software] repository. People hit a wall. * 
They can get more performance out of 
the PlayStation 3 but don't know how. 
We can help them with the information 
from the performance analysers in the 
devkits, but there's nothing like being 
able to look at a piece of code. 

^ think with the rise of things like 
outsourcing, studios are much more 
comfortable in terms of opening up and 
working closely with us, especially on the 





bigger titles, and that’s something 
we're obviously trying to focus on.” 

Equally, Sony as a company has had 
to adapt to reflect those changes, as 
Holman explains: “I think we're a 
learning machine. We've dealt with 
PlayStation 1 and PlayStation 2 and 
we've tried to take on board that 
developers require a variety of support. 
Also what's happened is we've developed 
more trust with our Japanese 
counterparts so within Sony we've 
changed our approach. With PlayStation 
1, everything was developed in Tokyo 
and the regions just did support. But 
over time, as a company, you want to 
build up talent everywhere and not be 
limited by geography, and therefore the 
R&D work has been decentralised. Sony 
Japan funds research-and-development 
teams in each region, and the fact we 
do R&D as well as support is reflected 
in our new name.” 

Aside from the wholly owned, 
Bristol-based SN Systems, which ships 
the standard programming and 
development tools for all Sony 
hardware, Sony Europe's R&D activity 
covers some significant areas, too. 

One such initiative is the MultiStream 
audio engine, which is integrated 
into the PlayStation 3 SDK, and deals 
with how audio and effects play on 


One of the first games 
to use Phyre£ngine was 
+ the PSN game Flow 


with source code) that's freely available 
for any licensed PlayStation developers 
to use to make games, but the terms 
they can use it under are about as open 
source as you can get, within the 
restrictions of being a licensed Sony 
developer. So long as you don't pretend 
you wrote it or give it to people you 
shouldn't, you can do pretty much 
what you like with it. 

“It did take some time to get our 


It's perhaps the most obvious 
demonstration of how much has 
changed in game development 


a console that does not contain 
dedicated audio hardware. 

Another, more radical London- 
developed technology is PhyreEngine. 
A free graphics engine for the 
development of both PlayStation 3 
and PC games, it’s perhaps the most 
obvious demonstration of how much 
has changed in game development over 
the past decade. Not only has Sony 
developed an engine (which is provided 


corporate minds around the concept,” 
Holman says. “We were thinking 
about what we should provide. In 

the first PlayStation 3 SDK there was 
a very low-level library called libGCM, 
and there was the higher-level 
OpenGL ES approach, so the idea was 
to provide people with different 
options, because with PlayStation 1 
we started off with fairly high-level 
libraries, while PS2 was very low-level, 





Held on the South Bank, London, DevStation 08 was 
attended by around 500 developers from 22 countries 


so then people wanted higher access 
to fill the gap. This time there was a 
more iterative process.” 

As for the future of PlayStation 3 
support, Holman says it’s all about 
providing stability. “There will be more 
features rolled out for the PlayStation 
Network, but offline it's about 
squeezing out more efficiency from 
the hardware,” he explains. 

And aside from technology, there 
will always be the inexorable rise of the 
number of developers to be dealt with. 
From London to Paris, Amsterdam, 
Frankfurt, Stockholm, Kiev, Mumbai, 
Shanghai, Melbourne, you hope LA 
someone is collecting the air miles. 
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Driving the 
PhyreEngine 


According to Holman, one 
the trickiest parts of coming 
up with PhyreEngine w. 
positioning it in relation to 
the technology being offere 
by commercial middlewar 
companies such as Epic 
Emergent and Trinigy. 

‘With PlayStation 3, 


middleware companies is that 
they are truly crossplatform 
and support PlayStation, 
Xbox and Wii, and you hı 
support 
But | think we can provide 
something, especially for the 
smaller development teams 
who want to skip the learning 
curve and get a platform that 
they can build on." 

Unsurprisingly, perhaps, 
PhyreEngine has been 
particularly enthusiastically 
adopted by developers of 
downloadable PSN gam: 
notably Flow and GripShift. 

One of the other neat 
things about PhyreEngine 
is that its PC support means 
developers can easily 

rate it into their existing 
development tools, and, if 
they want to, even extend 
to work with Xbox 360. 
don't have Xbox devkits, so 
we decided to target PS3 
and PC, which makes it 
relatively easy for people to 
go multiplatform while the 
licensing agreement, which is 
quite different from other 
parts of our SDK, allows 
people to commercially use it 
too," Holman points out. 

As for whether it will 
ever morph into an XNA-type 
technology that could be 
opened up for consumers, 
Holman says th 
planned as ye 


nothing 
We've talked 


we want to just focus 
PlayStation 3 licer 
on a general solution, 
Maybe over time. It 
ertainly be useful 
who want more 


not our goal at 
the moment 





Studio p 


1 МАМЕ: Codemasters Studios Sdn Bhd 
W DATE FOUNDED: June 5 2006 


М NUMBER OF EMPLOYEES: 76 


W KEY STAFF: Maxime Villandre (studio general manager) 





W URL: www.codemasters.com.my 


The Malaysian studio is hard at work on military FPS 
Operation Flashpoint 2: Dragon Rising (top), but the 


W SELECTED SOFTOGRAPHY: Colin McRae: Dirt, Race Driver: Grid oe 


ABOUT THE STUDIO 


“The Malaysian studio was founded in June 
2006 to tap into the regional skill base and to 
turn raw talent into a world-class development 
studio. What started out as an art game 
development studio with 30 production staff has 
grown to more than double the size with the 
technical competencies, content-creation skills 
and human resource base required to develop 
console games. Our team has successfully worked 
on a number of AAA titles with strong support 
from Codemasters studios UK providing processes 
and knowhow only a company with 25 years in 
gaming would have. 

“Our philosophy is simple: to develop future 
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intellectual pursuits by understanding the work 
created by notable industry leaders. All this is 
done while retaining what is true to us, our Asian 
culture and values. This brings a unique mix to 
the Codemasters family, being a truly global 
game development company. 

“It wasn't easy starting a studio from scratch 
in a region where the game development industry 
is still in its infancy. But so far, we have taken the 
right steps and have the right talents. As such, the 
studio will strive to remain the standard-bearer 
for game development in Malaysia 2nd pep, 

“How did we do it? By ‘ 
shoulders of giants’. Ther cura dc tai 
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Like Top Trumps, but for game dev 
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LOCATION: 
Kuala Lumpur, 
Malaysia 


1 CURRENT PROJECTS: 
Operation Flashpoint 2: 
Dragon Rising, Jumpgate, 
plus two unannounced 
console and PC titles 
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THINK AGAIN. 
With a well-deserved reputation for bringing excellent and innovative games to all types 


of players from all over the world, and а massive investment into developing powerful 
new technology... there's never been a better time to play at Codemasters! 


With over 60 no.1 titles in the trophy cabinet, and more to corne... we're a leading force in 
the games industry. Be it action, fantasy, driving or war-based gaming... there's something 
for everyone. Combine all of this with Codemasters Studio's powerful EGO™ Engine 
technology and we are making a whole new unstoppable generation of games. 


So, with our investment in people, technology and quality, it means that we are built 
to win! If you want to be part of the fastest growing studio in the UK, take a look at the 
many positions available. 

to find-out more go to: “ 

www.codemasters.com 


or email: ' 


TheEdge@codemasters.com 
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UJE ARE EXPANDING OUR TEAMS 


Vice President of Online Operations (Based in US) 
Marketing Manager (Based in US) 
Senior Financial Controller 

Director of Development 

Web Development Lead 

Senior / GIS Engineer 

Senior Software Engineer 

Software Engineer 

Microsoft SAL Server Programmer 

Al Programmer 

Tools and Technology Software Engineer 
Build Engineer 

Database Administrator 

Junior Database Administrator 

Lead Artist 

Lead Animator 

Senior Environment Artist (Materials Specialist) 
Concept Artist 

Character Concept Artist 

2D UI Artist 

Senior Designer 

Assistant Producer 

Community Officer 

Junior Test Engineer 

QA Tester 

Tools Tester 


TECHNOLOGY 








Crytek Studios in Frankfurt, Budapest and Kiev 


For more information about Crytek and current openings, please visit our website www.crytek.com 


FARCRY сү: ex%=encineZ 


Crytek, CryENGINE and Crysis are trademarks or registered trademarks of Crytek GmbH in the U.S. and/or other countries. 
Far Cry is a trademark of Ubisoft Entertainment in the US and/or other countries. 
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www.frontier.co.uk 





Every one of the 170 individuals at Frontier shares your passion for games — 
it shines through our impressive track record. Our vision of videogames as 
the world's premier form of entertainment drives us to use our cutiing-edge. 

in-house technology & tools to develop innovative, quality titles. 


Frontier has a great work environment, based on the Science Park in the 
vibrant city of Cambridge. We're big eriough to produce a wide variety of 
content,and flexible enough for your ideas and enthusiasm to 
make a difference 


Get in touch via www.frontier.co.uk — we're waiting to hear from you 





stainlessgames 


obs @stainiessgar 





world-leading developer of console and PC downtond tities 
Xbox 360 | XBLA | Wii | P53 | PSP | Vista 


vww stainiessgame ' 








Our Clients. Our Candidates. Our Network. Our Friends. 


Hot Jobs 
Director of Development ЕНІСН UK Studio 
Senior Audio Programmer £High ++ England - Midlands 
Senior Graphics Programmer £High England - Midlands 
Network Programmers +NEW+ £Comp ++ UK Wide 
Lead Artist +FANTASTIC ROLE+ £Attractive England - Midlands 
Handheld Programmer £HIGH England - London 
Senior Producers x3 £Competitive UK Wide 
Chief Level Designer £HIGH++ England - Midlands 
Senior Mobile Developer £Competitive England - South 
Senior Tools Programmer £Competitive England - Midlands 


Call +44 (0) 141 585 6491 or visit www.specialmove.com for more great jobs 
The choice of the experienced games industry professional. 








PLAYJAM IS THE WORLDS 

BROADCASTING THE 
BEST ITV GAMES TO OVER HOMES 
WORLDWIDE! 
WE HAVE FOR 


TALENTED AND ENTHUSIASTIC CANDIDATES TO 
JOIN OUR EXPERIENCED DEVELOPMENT TEAM 
TO CREATE THE 





GAME DESIGNER PF 

GAMES DEVELOPER 

IF YOU'RE FAMILIAR WITH THE CASUAL GAMES 
MARKET OR YOU WANT TO EXPAND AND 
DIVERSIFY YOUR SKILL SET THEN GET IT TOUCH 
WITH US NOW! 








‘University. 
че ЖИН — 


Like Top Trumps, but for universities 
« 


W INSTITUTION NAME: University of 





School of Computing and Engineering, University of Huddersfield HUDDERSFIELD 
W NUMBER OF STUDENTS: 1,400 5 5 
W URL: digitalmedia.hud.ac.uk Pj 
@ CONTACT: digitalmedia@hud.ac.uk 









University of D 

HUDDERSFEL E LOCATIONS: 
Huddersfield, 
West Yorkshire 

= Li LI 

KEY STAFF 

Damian De Luca (subject area leader, digital media), MR. OFFERED: 

Duke Gledhill (course leader, computer games programming), koe EE Med i 

Ruth Taylor (course leader, computer games design) AC SER ety 


W KEY ALUMNI 


Phil Mundy (MD, Creative North), Stuart Perry (programmer, Rebellion), Adeniyi 
Esan (designer, Rebellion), James Douglas, (programmer, Impromptu Software) 


Engineering 
expected resources for PC development 
but has also invested in Xbox 360 hardware 


W INSIDE VIEW: BEN HINCHLIFFE COURSE: BA (HONS) COMPUTER GAMES DESIGN 


"| came to Huddersfield University 
straight after leaving sixth form. 
At the time Huddersfield was 

опе of the only places to teach 
computer games design. Being 

a brand-new course at the time 

| thought it would be fresh and 
very open. | found this to be very 
much the case. 

“The course has taught me so 
much about games, 3D modelling, 
2D art, animation, texturing and 
design work in general, What | love 
about the course is that it gives you 
the chance to experience a small 
part of everything and then you 
decide which path to follow. I 
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chose to follow a producer/designer 
role — I'm currently working in the 

studio within the university making 
games for Xbox 360. 

"At first | didn't know if 1 had 
made the right choice about 
coming to Huddersfield; however, 
looking back оп it now I think it’s 
the best choice I have ever made. 
Being here has opened so many 
doors for me. | have made countless 
industry contacts including the likes 
of Rare, Team 17, Rockstar, 
nir. Ate being Vid Vul ep ypc aie 
Jumbo. After being indi Y 
a job in the industry is pretty hard, posee ric 
having such contacts is priceless.” 


Is] » 








BA (Hons) interactive. 
multimedia; BSc (Hons) 
multimedia technology 




















/ STUDY AT QANTM. 
[#ИШИ ше» | PART-TIME, FULL-TIME 


DIPLOMA | DEGREE* | MASTERS* 
“validated by Middle x University 


Get ahead x GAME DESIGN 
of the game [|| j + DEVELOPMENT 














+ VEL MEN 


0845 017 1015 
WWW.QANTM.COM 


FREE EVENING WORKSHOPS AT OUR 
LONDON CAMPUS 


To register for these free taster workshops visit: 
www.qantm.co.uk/workshops 


NEXT OPEN DAY: 17TH AUGUST 


www.soi.city.ac.uk/edge 


Location; Central London, 10 minutes from London Bridge 
Director: William Latham 


It's time to 
show off your 
gaming skills. 


Amiqus Talent Network 


When it comes to finding the top Studio Manager, Designer, Producer, 
Programmer and Art/Animation roles for you - Amiqus has the talent. 


For the best roles, some of which you'll never see advertised, simply 
join the Amiqus Talent Network and become part of the select group 
of people who get to hear about them first. 


To take your career to the next level, simply register at 
amiqustalentnetwork.com 
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EXPERT OPINION: 
HIRE LEARNING 


PROFILE: 
DESIGNER 


PROFILE: 
WRITER 


PROFILE: 
PROGRAMMER 


PROFILE: 
TOOLS PROGRAMMER 


PROFILE: 
TEXTURE ARTIST 


PROFILE: 
AUDIO ENGINEER 


PROFILE: 
ANIMATOR 


FURTHER EDUCATION: 
INTRODUCTION 


FURTHER EDUCATION: 
THE STUDENT VIEW 


FURTHER EDUCATION: 
HUDDERSFIELD UNI 


FURTHER EDUCATION: 
QANTM COLLEGE 


FURTHER EDUCATION: 
CODE BASE 


FURTHER EDUCATION: 
COURSE LISTINGS 


‘Amiqus identifies the MMO genre (Age 
Of Conan, below left) as an area in which 
the need for specialists is increasing. 
Meanwhile, titles such as MotorStorm: 
Pacific Rift (below right) are helping to 
drive demand for environment artists 


EXPERT OPINION 


HIRE LEARNING 


How to get ahead in advertising... yourself 


hile the opportunities within gaming 

increase with its size, its mobility 

means it'll always be a tricky place 
to land in. Ensuring that the ideal course in 
2009 is as valid three or four years later is 
only part of the challenge, the expectations 
of a single discipline likely to evolve over 
time, requiring a different approach when 
drafting your application. Thankfully, the 
number of recruitment agencies offering 
advice is growing, too, Stig Strand, Peter 
Leonard and Eamonn Mgherbi of Amiqus 
Recruitment having this to say. 


How healthy is the industry right now? 
Stig Strand: The industry on the whole feels 
very healthy in terms of open requirements 
for programmers, designers, producers 
artists and animators. Most development 
teams who have moved to next-generation 
platforms are still looking to expand teams 





significantly over the next 12 months to 
ogy and 
graphical demands from consumers. 

But it has suffered from a lack of 
experienced applicants to fill these roles and 


this is why graduate recruitment will become 


accommodate the latest techr 





more important than ever for successful 
studio expansion plans in the future. As a 
result, this translates into more opportunities 
than ever for people looking to gain an 
entry-level position within the games 
industry, so graduates and candidates 
looking for a new direction into games 
should take full advantage of this 


What roles are in demand right now? 
SS: Graduate programmers are more in 
demand than ever, primarily for gameplay 
and tools roles for entry-level candidates, 

as these not only fill vital positions within a 
next-gen team but also provide a great start 
for graduates joining the industry. Computer 
Science courses are best equipped to prepare 
solid С++ fundamental skills which can be 








transferred into the games industry sector. 
Other priority roles for studios include 
those that are involved in the creation of 





assets for a given project. There has been a 
large increase in the demand for both the 
number of assets that need to be created for 


a game and the level of complexity involved 





in individual asset creation. This demand has 
been driven by larger consumer expectation 


STIG STRAND 
HEAD OF GAMES RECRUITMENT 
AMIQUS 


that developers are becoming more 
їе set-up 
industry 





which dictates that developers produce 
larger and more detailed worlds, with more 
gameplay experiences and possibilities. 
Typically, the roles in demand to produce 
these assets are level designers, scripters and 
artists — particularly environment artists. 

A third consideration is that with every 
generation of hardware a series of new roles 
5 introduced into the industry. Recent 
examples include systems designers, 
particularly important for MMOs and stat- 
heavy games, and technical art/animation 
positions for heavily character-driven titles. 








AMIQUS 


Have you noticed an upswing in 
candidates applying abroad? 

Eamonn Mgherbi: Yes, but only at an 
experienced level. The primary attracting 
factors are the life-changing locations that 
can be offered by particular territories with a 
developed games industry such as Canada 
and the number of equally compelling 
triple-A IPs being developed overseas. This is 
not the same for entry-level candidates, 
however, as the difficulty will always be ir 
securing a visa or green card for positions 
abroad. Our advice is to investigate all of the 
openings within Europe as a starting point 
The UK is a top-five global development 
community producing quality games to rival 
those from overseas, and it’s an excellent 
place to develop a set of skills that could 
lead to a move overseas in the future. 


Are universities better preparing their 
candidates for industry positions today? 
Peter Leonard: Its true that many game 
specific courses haven't always given 
graduates the best start, possibly due to 
course syllabuses that were either too generic 
in terms of game development training, or 
didn't provide enough focus on foundation 
knowledge and skills for the sector involved 
The good news is that many universities are 
well aware of this and most are already 
changing structure to focus on specific areas 





| "THE MOST COMMON MISTAKE IS THINKING 
THAT YOUR DEGREE WILL GUARANTEE 
YOU A JOB IN GAMES. A DEGREE ON ITS 
j.. OWN DOESN'T GUARANTEE SUCCESS" 


of development, as well as improving the 
quality of the content. Some are also 
stening to studios and advisir 


jraduate: 


some 





to concentrate on obtaining a 
respected traditional degree such a: 
Computer Science, then build game- 
specific skillsets on top in the form of a 
nasters qualification 

More universities have formed closer 
working relationships with local or national 
studios in the UK, which is а good way of 
ensuring that graduates have a chance to 
demonstrate their skills to key industry 
employers. Our advice would always be to 
register the CV and demo work from your 
ether with any hobbyist work, 





with a recruitment agency who can offer 
advice and structure your applications 


What's the most fatal assumption 
that candidates make? 

PL: It's always that ‘my @ 
me a job in the gam 
how detailed the 


5 not guarantee success. A 





juarantee 


tor’. No та! 








tent, a degree 





EAMONN MGHERBI 
LEAD CONSULTANT 
AMIQUS 


tudios that are graduate recruiters look for 
a dem 





t be a small C++ demo showing off your 





DirectX understanding as a programmer, or a 





lection of char. 


n 3D Studio Max or Maya. They're 





lisi 
even more important than your degree, so 
they need to be your best examples 

Demos and portfolios prove your ability 





to apply the knowledg 
t the demands of a given vacancy. 
atement to a potent 
ive to 

produce relevant, high-quality samples of 








They're also a s 


employer that yo 


al 








1 have the initi. 





work. This gives the impression of a 
particular attitude and work ethic they'll 


be attracted to 


Have hours and work conditions 
within the industry improved? 
SS: They've generally improved, though 






t's a long-term process and many studios 


are still trying to find the magic formula 





Many larger and more global companies 
have the financial reserves and organisatior 


nfrastructure to incorporate policies such 





as holidays ‘in lieu’, flexitime, overtime 
payments and more to assist their teams 
and personnel 

Tha 





s more challenging for smaller 
studios, but they're equally scaling back 
their projects to suit the teams they have in 
place. Studios large and small are choosing 
alternative methods by which to manage 
their projects, which they feel allow for 
more flexibility and provide a much better 
marriage of creative goal achievement and 
es, which in turn directly 





managing milest 


affects the amount of hours worked 
It's is a highly demanding and creat 





industry, however, and a certain element 


of crunch should always be expected. How 





ty of such periods 


and what's offered in return is what 


a studio limits the grav 


didates should always consider wher 






choosing their nex 


of your work or a portfolio, whether 


er models, concepted and 


you have learnt and 
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/OSTARTING 
SALARIES 


Below is a range of starting 
salaries based on locations in 
London and south east UK. 
A usual London weighting 
applies, so expect ten per 
cent less for, say, the 
Midlands and north west. 





Entry-level programmer: 
£18K-£25K 
Entry-level artist: 
£18K-£21K 
Entry-level designer: 
£17K-£21K 
Entry-level animator: 
£18K-£21K 
Entry-level producer/ 
project manager: 
£18K-£22K 
Entry-level tester: 
£12K-£15K 
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DESIGNER ` 










TONY DAVIS. 
LEAD DESIGNER 
CRYTEK 


Having vision is one thing, but can you see the bigger picture? 
- 


ften likened to movie directing 

and doubly misunderstood, the job 

of designing games involves more 
than just emerging from your office to cast 
lightning bolts of inspiration across the 
studio. Nothing annoys artists and engineers 
more than someone who knows their games 
but refuses to get their hands dirty. And 
while larger team sizes and intuitive tools 
have all but removed the need for designers 





The design challenge of a game like 
Crysis, with multi- and singleplayer 
modes built upon different rules, the 
same weapons and bleeding-edge 
technology, could easily overwhelm 















































An embarrassment of teapots: Crytek’s ‘Streets Of San 
Francisco’ demo at GDC 2008 was an entirely playable 
level built like Crysis, using its publicly available toolset 





"WE HAVE A STAND-UP EVERY DAY, SO 
WE'LL GET TOGETHER FOR 15 MINUTES TO 
TALK ABOUT WHAT WE DID YESTERDAY 
AND WHAT WE'LL DO TODAY 4 


to know their code, there’ a tenet of the job 
that's now more important than ever: always 
be learning, because you can never know 
enough. Tony Davis, lead designer at 


Crytek, shows us the ropes 


How did you find your way into design? 
wanted to be a 3D artist, so | had my Amiga 
and was making demo floppy disks in the 
early '90s. Eventually, ! built a website, and it 
was a remake of a game from the ‘80s called 
Carrier Command; | mocked up the graphics 
п 3D Studio Max. | got some interest, was 
interviewed by PC Zone in the UK, and that 
site alone got me talking to a guy who 
was talking to Crytek. He was actually 
remaking Elite. This was before Crytek hı 
an office — it was just a few guys and so 
mailing And | thought: If this guy can 
get a job, maybe | can t 
So one cheeky Sunday afternoon, | sent 
an email to this bloke Cevat [Yerli, Crytek 


























founder], a 





nd said: ‘If you're looking for a 
And he emailed me 


3D artist, I'm your man 


back the same day and said: ‘Well, we don't 





have any positions for 3D artists right 








do need a game designer’. | didn't 


know anything about дате de: 





but we 
was told that was fine: | could pick it up 
as | went along. What | didn't realise wa 
that there were no 3D artists and there 


were no programmers. But that website 





showed 1 could think along those lines, 
and it got me in. So when | went out to 
Germany in November 2000, | was 


er two. Employee number 





employee num 





эпе beat me by a couple of days, so I'm 


a bit annoyed about that 


What's in a day's work for a designer? 
elopment system 





We do the re so 






month-by-month 
the month 


we have 





basis. At the begir 
everyone agrees on what they're going to 
work on and they get a list of items from the 








pro 





ucer. So people will come in and 








е 
. 
In association with 


qantm 
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continue what they were doing before, 
which is basically firing up our editor, 
positioning trees, positioning enemies and 
playtesting. We have a stand-up every day, 
so each group of seven or eight people wil 
get together for 15 minutes at around. 
11am, and we talk about what we did 
yesterday and what we'll do today. That 
way, everyone gets an idea of what 
everyone else is working on; no one 
disappears off for three weeks and then 
pops up and surprises everyone. 

Later, we'll get together in a conference 
room for an hour and get people from the 
rest of the company — R&D programmers, 
say, who don't really have an idea of what 
the game's about - and write down what 
they're feeling as they play. Then the level 
designers will get together as a group and 
about that experience. What we end 
jp with is a situation where the game talks 
to us through these people and tells us 
what it wants to be. 








What are the basic misconceptions 
about the designer's role? 

Ne've had candidates come to Crytek 
who've billed themselves as game 
designers, and their tool of choice is 
Microsoft Word, They think that they can 
write documents and that the rest of us 
poor schmucks will execute their vision. 
The role of game designer doesn't really 
exist at Crytek; we have a lead designer, of 
course, and writing Word documents /s his 
job. But the thing is that we have our own 
tools, and we 
mo. So when people come to me 


ven shipped those with the 





Crysis c 
and | say, "Well, what do you think of the 
Crytek editor?", if they have a blank look 
on their face then | start to think they 
should've done their homework. 





What's the ideal portfolio for an 
aspiring videogame designer? 
Get involved in a mod — for any engine. If 
you can demonstrate that you can make 
something in Valve's Hammer edit 
kills across to the CryE 





you can 





transfer thos 
We have the CryMod.c 
involved in that. Make a webpage, get 
screenshots up, make a couple of levels and 
play around with it. Make it so that, if we 
interview you, you can talk about the work 





gine 


so get 





m communit 








PROFILE 


WRITER 


As the plots thicken, the prospects for their authors widen 


еме all heard the one about the 
16bit developer penning a classic 
game premise on the back of a 
Cigarette packet, but writing for today's 
games is a different story. Though it struggles 
to earn the respect of literary scholars or the 
unionised Hollywood machine, storytelling ir 
games is at least breaking free of its old 
prison: the non-interactive cutscene. As 
Half-Life 2 writer Marc Laidlaw keenly 
reminds us, the presence of an in-house 








writer can dramatically enhance a game's 
originality and verve. And, after the rampant 
success of Portal, the industry agrees. 


How did you get started as a writer? 


to be a write: 








| alway 
was young, that wa: 
on, and | f 
writer of fiction and short stories. | was benefit, just as any stui 
interested in writing movies, but it didn't 
seem like a very good fit. From what | knew 
about being a director, organising that many 
people to get your vision across was very 
intimidating. As | became more aware of 
games, around the time of Quake, | just felt 
that was the thing I'd been unknowingly 
preparing myself for all along. 


Is what I did and work 





mods. TF 


predate any feeling 


stories for s seem to 








und myself becoming a full-time 





ameplay, so they'd 


o would, from early 











g. It's a good way for th 


t learning about the 
омей in gamı 





lines 





effect on the game you're 





ng on, the 


Is it a day-to-day job like coding or art? 
I 
whole game — it's pretty much alway: 





k alongside the whole team through 








that way with Half-Life. We've tried it 





different ways, like having me in th 


levels and d 





with the guys building th 
the code, but as the team’ 
become harder being with all of the pe 





an get y 





y ion across. A 





extremely technical, 








all of the time. So we've splintered off, and and not at all related to how dramatic the 





people will now come to me with prot ene is going to be. 





There's always a fine balance bet 


dramatic elements and gameplay; wanting What's the ideal portfolio? 


those dramatic elements to emerge through There's still nothing better than professional 





publication in respected marke 





gameplay rather than cutscenes is a big thing 


here. | know that's not the case with every n the UK you've got Interzone, for exa 


ated At least then y 





company, but we try to keep fully inte 


ve got a standard; yo 








Portal, for instance, is something wh: 





зу: “Look, I've 





they'd worked on the game mechanic for a егей wa 
long time, Erik Wolpaw stepping in while 


things were 





rth paying mone 


ve got t 
th 


his thing through and 
k to show for it." That's s! 


back on. I'd hate to say it wa: 





l in flux to enhance the 





experience through the writing. 








s hard righ ecausi 


The avenues into writing don't seem the 10 way to get feedback fron 
same as for the rest of gaming. 


1 до tell writers to try and get involved with giants t 


doing the 











Until gaming adopts a universal appreciation of writing's 
power, not just as filler, writers will have to endure plenty 
of compromise and, as they say, kill plenty of babies. Few 
studios offer the same opportunities as a Valve (creator of 
Left 4 Dead, above, and the Half-Life series, right) or Ubisoft 


involvement with someone passionate about 





creation; it certainly was an 


education for me. If you want to have a deep 


ou can understand the tools, the more 








e work that other people 








MARC LAIDLAW 
WRITER 
VALVE SOFTWARE 





How about comic book writing? 

A lot of people are going back and forth 
between games and comic books. There's a 
component of narrative structuring you're 








doing the purely visual, that's really 
important in 
gone from doing comic adaptations for 
ears Of War to writing Gears Of War 2 
And game reviews: Chet [Faliszek] and Erik 








did their site [Old Man Murray] for a long 








time, developed their own style and voice, 
and then Erik ended up writing 


and Portal. 





sychonauts 


What kind of job security is there in 
this particular line of work? 
That mi 9 





t be one reason why a lot of 


writers contract on games at this point, 


and it may be the most useful model for 





companies for a long time. As an employee, 
the attraction is being able to go {тот 


ct to proj to anoth 








proj 
Wh 


started working in the industry 





ere was a lot of ci 





ow, you hear 


of producers voicing their commitment 








Whole studios like Ubisoft clearly 








ng force in e 


are certainly stabilising. 





Welcome to your new place of work 
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We can offer you the opportunity to build a great career in a fast-moving, challenging environment, where 
you'll be given the time and guidance to develop your talent to its full potential. 


For more information please visit 


SN SYSTEMS 
антен Group 


Sony Computer Entert 
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PROGRAMMER 


And you thought the puzzles in Portal were hard 


f you think object orientation 

means putting three bejewelled 

statues on the correct plinths to 
open Ramon Salazar's private bathroom, 
you might want to skip this page. 
Conversely, if you think the job of a 
programmer is to go trailblazing while the 
lesser mortals catch you up, you should 
probably reboot your ego. Programming 
naturally favours those predisposed to 
bravura problem-solving feats, but its need 
for communication and coordination is as 
great now as with any modern discipline. 
And, as Kieran Connell, head of software 
at Rare, explains, calling yourself a 
specialist isn't always advantageous. 


What makes up a day's work for a 
game programmer? 

That depends very much on what part of the 
lifecycle you're in. At the very beginning you 
can start with concepts and prototyping, 
with a very small team and a creative 
environment where you might be working 
one-on-one with the designer. You'd be 
working on new ideas and different systems 
оп a day-to-day basis, normally reusing the 
existing game engine, putting pieces 
together in different combinations. 

Then you move forward to а 
preproduction stage which is more about 
technology, figuring out what and how much 
technology's going to be required. That's 
when the really technical guys get involved, 
thinking about how they'll get the art guys’ 
stuff into the game. Then there's the final 
process which is obviously production, which 
is about getting content in, testing and 
debugging. Day to day, it could vary from 
talking to designers to working out buglists 
and working out what's needed to get the 
game shipped. 


How has the job evolved? 

Even within Rare, games are so big and 
complex that one individual team can't do 
everything themselves. So we either use 
middleware — we use Havok for a lot of our 
games - or we have an internal shared 
technology group. With the sheer number of 
content creators required, the tools have to 
be much more robust and scalable, even 
compared to Xbox days. It's an order of 
magnitude greater. 


Do you need to have a wider 
overview nowadays? 

1 wouldn't say that's necessarily true. 

Some people have actually become more 
specialised because certain areas have 
become much more complicated. So 

you'll find people specialising in, say, 
networking, due to the explosion of online. 
The problems can be very difficult and so 
people need to concentrate. At the higher 
level, | suppose, they need to have a broad 
knowledge of what's going on - but even 
they might not be able to dive deep into 
something like the graphics engine any more 
they might need to defer the nitty-gritty to 
greater minds, so to speak 


Can learning UnrealEd really, as Epic 
suggests, guarantee you a job? 

Just sitting down with Unreal Editor probably 
won't. It's good for Epic that Unreal is 
probably the closest we have to a standard 
editor environment, and it is something to 
put on your CV if you know your tools. But 
there's a lot more that people need to know, 
especially from a software point of view. 


What's the ideal portfolio? 

For software, it doesn't necessarily have to be 
game-related. That always helps, obviously, 
because we make games for a living. But 
there are some very difficult problems that 





Rare's software team runs a continuous graduate recruitment programme, inductees given a three-month assessment 
period within either its shared technology group or game teams. Applicants should contact gradrecruitment@rare.co.uk 


KIERAN CONNELL 
HEAD OF SOFTWARE 
RARE 
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need to be solved and tackled from a 
software point of view, so if anyone can have 
à non-trivial demo of that capability, be that 
from the world of computer science, 
database or compiler technology, or some 
sort of algorithm, that's equally valuable to 
us as someone who’ created an entire game 
on their own. 


How much of the job can be prepared 
for in advance? 

You need to learn the basic skills of the 
trade, and that's far more about fundamental 
things that are transferable: maths skills or 
algorithm skills, good low-level programming 
skills, and an understanding of how a 





‘Working primarily with DirectX-based 
Microsoft platforms (though Viva 
Pifiata's PC port is by Climax) means 
an easier job for engineers at Rare, 
from tools support to software R&D 


computer works, the GPU and CPU. 

Other things are more ephemeral. A lot 

of people will put that they know DirectX, 
for instance; that's great for us because 
we make games for the Xbox, but it's 
irrelevant for PS3 developers. It's the same 
with specific languages – so long as you 
know how to understand the concept of 
computer languages and how to program, 
it doesn’t really matter what language we 
use in the future. So there's a lot you can 
learn at university, but you have to make 
sure it's the fundamentals; showing that 
you're up to date and relevant is just the 
icing on the cake. 
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PROFILE 


TOOLS PROGRAMMER 


There's a reason it's referred to as the backbone of the 


ony may have stumbled with its 

development tools in the earliest 

days of PlayStation, but the risk 
attached to modern triple-A games leaves 
little margin for error. The job of tools 
programming has evolved in tandem with 
the ambitions of Sony and Microsoft, not just 
in terms of complexity but also magnitude 
and responsibility. As a wholly owned 
subsidiary of SCE, Bristol's SN Systems has 
arguably the toughest job keeping pace. 
For those undaunted by the challenge, 
however, Greg Bedwell offers his support. 


How did you get started in games? 
As a young child | used to write simple 
games in BASIC using letters of the 
alphabet as graphics on my VIC-20, and 
later on my Amstrad CPC. Once | finished 
school | went on to study for a Master of 
Engineering in Computer Science at the 
University of Bristol, becoming interested ir 
compilers and computer languages. For my 
big final-year project | developed some 
compiler testing software for a local non- 
games-related semiconductor company. | 
ended up working with them as a contractor 
for a year after graduating 

| wasn't specifically looking for something 
to do with game development, but then 
heard about a role within SN Systems 
working on a C++ toolchain for the PS3 


To what extent can you train for the job? 
Tools programming covers a broad range of 
different areas. I'm primarily focused on the 
programming aspect and trying to help game 
developers work as efficiently as possible and 
create the best code they can. To that end, 
it's important that | understand their 
workflow which often may involve aspects 
other than programming. There's not really 
any way to train for that other than just 
visiting and talking to developers and 

seeing how they work 


How has the job evolved? 

In a way it's hard for me to answer that as 
I've really only been involved myself for a 
couple of years; however, even over that time 





I've seen changes. Developing games has 
ех, and so 





become more and more coi 
have the tools that accompany th 





m. As a 





ze of the team has grown 





dustry 


considerably since | joined and is still 





panding. We need more developers to test 
as well as create tools than ever before 
As well as our main office in Bristol we've 





recently opened a new office in San Jose, 
California where I spent just over a month 
this year working with our compiler 

ng engineers working in 
multiple time zones means that devel 





engineers. Ha 








and user support can continue pretty much 
around the clock, but it does present whole 
new problems with how to effectively 

with each other. 





communicate 


What would be an ideal portfolio? 
There are so many different routes into tools 
programming that its impossible to say. We 
have many people working at SN System 
that have come straight from the game 
industry with plenty of published game titles 
under their belts, and others that probably 
never even picked up a game pad before 
they came here. The thing that we all have 

in common is a talent for problem solving 

If someone can demonstrate that then they 
are already halfway there. 











Not everyone here is a С++ guru or 


knows the ins and outs of the entire 





instruction set on the processor, but certainly 
à demonstrable understanding of writing 
good, solid, efficient code is a requirement. 





Good communication skills are essential 
both inside the team and when dealing 
with users. You can be the best coder in 
the world but you also need to be able to 
function as part of a much larger team and 
be able to provide support. It doesn't hur 
to have decent Pro Evo skills, e 








er: our daily 
lunchtime sessions are a matter of honou: 
and pride. Losing isn't an option 


Can tools programming lead to a career 
elsewhere in development? 

! certainly don't see why not. It's extremely 
good for making contacts at different studios 
and getting hands-on 





perience with the 


GREG BEDWELL 
OPTIMIZER TEAM LEADER 
SN SYSTEMS 
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way games are made. But I definitely don't 
see it as just a stepping stone myself. Never 
say never, but right now | feel like I'm in one 
of the most interesting and privileged places 
to be in the industry. You don’t get your 
name in the game credits but the sense of 
satisfaction of being pivotal to the creation 
of triple-A titles is amazing 

A question you haven't asked is whether 
game development can lead to careers in 





Ask any developer, be they in-house 
or external, and they'll tell you that 
PS3 is, much like its predecessor, а 
different beast to any other platform. 
N's role, then, is vitally important 












tools programming, and the answer is 
most definitely yes. There are a number of 
people that I can think of from а game 
development background working in tools 
programming at the moment. They have a 
good understanding of what game 
developers want, having been there 
themselves, which is always useful 





When games like Little Big Planet (above) and Killzone 2 
(top) creep into extended development, supporting the 
dev teams can be just as stressful as working for them 









Drawing textures versatile enough to 
withstand any and all light conditions 
and surroundings is hard enough even 
before the economies of resolution 
and throughput are added to the 
equation. Algorithms like parallax 
mapping help keep the balance 









PROFILE 


TEXTURE ARTIST ` 


Putting the ‘real’ in realtime while fleshing out every gory detail 
e 


he job of a texture artist has hardly 

become easier since the advent of 

HD. Modern television panels and 
monitors have little sympathy for the craggy 
bump-maps and flickering seams that, just a 
few years ago, might have disappeared 
behind 60Hz scanlines. Modern engines have 
made print-standard, WYSIWYG screenshots 
the norm, gamers expecting perfect, porous 
Jetail at ever-earlier stages of development 
From The Chronicles Of Riddick: Escape From 
Butcher Bay to The Darkness, Starbreeze has 
kept its clarity under such conditions, earning 
a reputation for cinematic visuals that hanker 
for a close-up. Texture artist Carolina 
Dahlberg describes the challenge. 








How did you get started in games? 
I've always liked games, ever since | was a 
child and we got a C64 in our home. But | 
er became a 'r 





wouldn't say that I 





gamer. It was just of many interests | had 
and still is. What really made the difference 
was that | loved to write stories and create 
worlds. Everything from grand concepts with 
epic stories, to details like characters and 
props. | drew maps, made ct 
and designed their attire, home, background 








acter portraits 





Things have come far since the days of Quake Ill, when time would be spent fastidiously ‘caulking’ under 
textures to save rendering time. Though still an important factor, the process is largely automated now 
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and the world they lived in, My original goal 
was actually to become a film director. 
A couple of years ago ! realised the 
potential of games in telling the same st 
and creating worlds 
immersive way that made it even more 





but in a playful and 





compelling. After three years at Lulea 
University of Technology, 

Graphics programme, | got 
y thesis work here. 





| the Computer 


tact with 








Starbreeze and did 


Why focus on texture work? 

I've been drawing and painting since | was 
old enough to hold a pen. | am still aiming 

to work with concept art, but the needs in 
this area are often very specific, and the 
requirements are high. Working with textures 
very artistically challenging, but in a 
focus on details 
5 often missed 








rent way. It forces you 
and materials, something 





out when you ‘just’ paint. 


How much does your artistic vision 
have to work around the limits of the 
Starbreeze engine? 

This is very much a question of experience. 
When | started working at Starbreeze, | felt 
nely limited. It seemed like whatever 








“PROVIDE CONCRETE SAMPLES OF WORK | 
- NOT JUST SCREENSHOTS BUT ALSO 

HI-RES TEXTURE MAPS. BUT SHOW ONLY 

SAMPLES YOU ARE TRULY PROUD OF” 


visualised was impossible to create. 





Later, | realised it had a lot to do with 
y to do things 
Sometimes, | might have to stop for a 


knowing the right wi 





moment, think things through and start over 
ith textures 





from another angle. Working v 
and surfaces requires constant learning, 
uriosity 





perimenting and c 





And frustration? 

f | answered ‘no’ here, you'd know | was 
ying, right? Of course it can be frustrating, 
€ ally when you're on a tight deadline 
t always have the time to change 





things or redo them. Most of the time 
though, such problems are avoided 
through planning and estimating the 
complexity and time requirements of a 
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Starbreeze has been using various iterations of its engine 
and accompanying Ogier toolset for years, its subsequent 
mastery evident in The Chronicles Of Riddick: Escape 
From Butcher Bay, which still looks stellar on a good PC 


task before we start working on anything 


What would you consider the ideal 
portfolio for a budding texture artist? 
Show that you are a skilled artist. Provide 
concrete samples of work — not just 
screenshots of game levels but also hi-res 
texture maps. But less is more. Show only 
samples that you are truly proud of 


How much of your skill was acquired 
prior to working at Starbreeze? 

The really strange thing is, I'd done no level 
texturing whatsoever when | came to 
Starbreeze. My original plan had been to get 
nto concept art. With level texturing 
especially the type of highly detailed textures 
that Starbreeze use – | was a complete noob! 
to working with the 





But I was already и: 
programs required, and 1 proved my ability to 
quickly learn new skills and software. 


What software, specifically? 

As a texture artist, | work mainly with Maya 
and Photoshop. | then import the raw 
rbreeze Engine tool 





textures into the Sta 





Ogier, and start working with the surface 
set-up. There are a million settings to try out 
here, and the challenge is to make it optimal 
for every material. Something a texture artist 
ve without is a good photo stock to 








can't 
get raw material to work with. Starbreeze 
huge texture library for this purpose 
A tricky thing is to know what you are 
allowed to imitate. There's a paradox: our 
work is to create realistic materials and 
use the wrong 
reference for a texture there's a risk of 
ght infringement. It is sad to see 
this development in the industry, but it's 
something we must pay attention to. 





has а 





environments, but if w 


















PROFILE 


AUDIO ENGINEER 


How to land in gaming with a bang, thump, clatter and clang 


he complexities of modern audio 

may be lost on the majority of 

gamers, a 7.1 audio setup costing 
more than a console and requiring marital 
diplomacy on a supernatural level. But the 
needs of the enthusiast, together with the 
industry's zealous desire to wrap you ever 
more in its games, makes those challenges 
seem lightweight 

Amid the gravel trays and circus props 

of a foley room or the dials and keyboards 
of a studio, a job in audio belongs to just 
а select few, and can involve a lot more 
besides simply making noise. Just ask 
Peter Hajba, the man behind the sound, 
particle effects and textures of Remedy's 
cacophonous Max Payne, currently at 
work on the forthcoming Alan Wake. 





| "YOU LEARN BEST BY DOING. JOIN YOUR [= 
FRIENDS’ HOBBY GAME, ANIMATION 

OR VIDEO PROJECTS. FIND YOUR BEST 

.. TALENTS AND FOCUS ON THEM" 


Have you always aspired to work with 
audio in games? 

I've wanted to work on games for as long as 
| can remember, but audio came at a later 
point when I started getting into computer 
music with Scream Tracker 2, the first Amiga 
tracker-style program for the PC. | joined th 
PC demoscene and became primarily knowr 
as a musician. Audio design for games came 
as a natural next step, though I have also 
worked on character animation, texture art 
and particle effects. 


What opportunities were available for 
an aspiring audio engineer back then, 
and how did you find your way into 
the industry? 

My opportunities in audio were purely 
hobby-based. | built a reputation in the 
hobbyist circles and later some of my scene 
friends founded Remedy. They knew me and 
what | could do, and asked me to join. At 
that moment, | was studying animation in 
Dublin and had to decide whether to 
continue my studies or abandon them and 
join the company. Had | not been offered 
the opportunity back then, | would have 
finished my animation studies. 


How does a working day pan out for 
an audio engineer at Remedy? 

I may be asked to create a set of randomly 
varied one-shot collision sounds for a 
physical object like a crate, a certain game 
event, or to create voice sync and foley work 
for a cutscene. We have a curve-based 
‘simulated sound’ editor built into our world 
editor tool, which allows me to create more 





complex and parametric sound behaviours 
for car engines, weather and other sounds. 
These take a good deal of tweaking, Every 
now and then | need to spend a day or two 
to go through all the sounds in the game 
and make sure they work together and 
don't conflict with each other. 

A lot of audio engineers record their owr 

sound material, but | only do it in special 








cases and mostly rely on stock footage — 
properly mixed and matched, of course 
Recording and editing sound effects can 
involve an enormous amount of work if it's 
to be done properly. Luckily, our publisher 
has very good audio production facilities at 
our disposal for more special recording 
needs, such as car engine sound loops 


How much did you learn before you 
embarked on your career? 

It's hard to say how much I’ve learned at any 
particular time. During the hobby phase and 
in the beginning of my career | learned many 
basic things, then later on whatever | learned 
got refined. But there's still tons of new 
things to learn — for anyone 


Audio is a select aspect of most studios. 
Is it quite hard to break into it? 
Somewhat, yes. This is mainly because, while 
programmers and artists usually work in 
large groups, there's usually only one or two 
audio designers in a game company. There 
may not even be enough audio work for а 
single designer during the whole span of a 
game project. Due to this, many game audio 





designers and musicians work as freelancers. 
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What would you consider the ideal 
portfolio for a candidate looking to 

get started today? 

It depends a lot on the company. Some 
companies expect the audio engineer to 
also program the audio engine. Others 
expect music composition skills in addition 
to sound design. Some companies only 

hire freelancers. 

You learn best by doing. Join your 
friends’ hobby game, animation or video 
projects. Find your best talents and focus on 
them, but keep at least a thin coverage of all 
the basics. And build a portfolio. Keep in 
mind that game audio, especially for mobile 
devices, can get pretty technical due to 
hardware limitations, Just having a good 
musical and aural sense may not be enough 

the audio also needs to conform to the 
technical limits 


Soon to be unveiled in dramatically 
different shape to that of 2006, when 
it already looked stunning, Alan Wake 

promises a technological tsunami to 
rival, maybe even surpass, Crysis. That 
hasn't come easily, though, or quickly 





Audio design for games is also very 
different in nature from film audio. Instead 
of creating a linear soundtrack, you need to 
create a large set of individual sounds which 

nust work well together. This scatters your 

work into small and tricky-to-manage bits 
that require a good ability to see — and hear 
- the whole pi 





ure. 
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THE UNIVERSITY OF HULL 


Games Education with a Reputation 


Real Education in Games, 


Computer Science and Software Development 


BSc, MEng, MSc and PhD 


Your first step to a career as a games programmer 





re 

Ай reserved е) 
Quotes from employers 
"We've been tremendously impressed with the quality of the students 
graduating from the Hull games courses and are always keen to see them 
with a view to hiring. Having employed and worked with Hull graduates for 
а number of years, I'd highly recommend the course to aspiring game 
developers." 
Martyn Brown: Co-Founder/Studio Director at Team17 Software Ltd 
“Hull University offers a course that provides its students with highly 
relevant industry skills and pushes them to excel in an energetic 
environment. It's great to see students that not only meet the expectations 
of a highly competitive job market, but raise that bar still further.” 
Tom Williams: Technical Director - Climax Racing 


“Hull really excels at putting cutting-edge technology into the hands of their 
students, and encouraging their students to develop enquiring minds. 
When coupled with the broad practical knowledge taught at the University, 
we see real industry-ready students who constantly delight their employers” 
Andy Sithers: Academic Lead - Microsoft UK 


HOW TO APPLY 

For an application form, further information or 
enquiries please contact: - 
Admissions Secretary 
Department of Computer Science 
The University of Hull 

HULL HUG 7RX, United Kingdom 


Tel +44 (0)1482 465951 
Fax +44 (0)1482 466666 
email: admissions@dcs.hull.ac.ul 


For quotes from ex-students, examples of student work and syllal 
please visit: www.dcs.hull.ac.uk. For information on our open day 
email: admissions dcs.hull.ac.uk “ 


бт (Oy xir «јо һ THE UNIVERSITY OF HULL 


The Computer Science department at the University of Hull 
has been offering computer games related education since 
1996. Its graduates are now working at some of the world's 
most prestigious game development companies. 


Undergraduate Games at Hull 

The BSc and MEng in Computer Science with Games Development provides 

a solid education in Computer Science combined with specialist studies in games 
programming. The skills gained on the course are directly relevant to the computer 
games industry as well as being applicable to a wide range of computing careers. 
The Department has been recently assessed by the government's Quality 
Assurance Agency (QAA) and was awarded the highest level of quality judgement 
attainable. First year students were among the first in the world to develop games 
for the Xbox 360 using XNA integrated into their studies. Current third year studen 
are developing games for the PC, Game Cube, PSP and Smartphone. 

The department works closely with Microsoft and Sony to ensure that the teaching 
equipment is relevant to the current generations of games hardware 


Postgraduate Games at Hull 

The Games Programming MSc at Hull University is an advanced MSc. You will пее‹ 
a good science degree (2.2 or higher) with some programming experience to gain a 
place on the course. The course is one year full time. In the first eight months you 
will complete the formal taught parts of the syllabus including: C++ programming an 
design, multi-core programming, advanced graphics, physics and А! for games. 
Combined with a large group game development and advanced shader GPU 
programming you will leave with an excellent portfolio of programming demos. 

On successful completion of all the formal assessments you will complete a 

four month full time project. Graduates from the MSc are in high demand from 

the games industry and are usually offered jobs before completing their studies, 
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PROFILE 


ANIMATOR ` 


Where making the right move just keeps getting trickier 
- 


ow apt that animation, of all the 
professions within the modern 
studio, has proved the most 


animated. It isn't just motion capture 

that's become instrumental in games like 
Assassin's Creed and Killzone 2 — it's а 
complex blend of this, traditional keyframe 
and dynamic procedural animation, each of 
which has its share of fierce loyalists. We 
ask Guy Midgley, lead animator at Ninja 
Theory, to help us keep track. 


How did you get started in games? 
| came in straight out of university — a BA in 
Computer Animation at Bournemouth 
University. Simple as that. Although there 
wasn't the wealth of animation courses there 
are today, when | went to university there 
were only a couple of places in the UK that 
did something applicable. So it was either 
follow my Rolf's Cartoon Club dream or 
become an engineer. | chose Rolfaroo. 

| was lucky enough that the guys from 
Just Add Monsters liked what they saw and 
got me in. Back then | wasn't just an 
animator, | was involved in all parts of the 
character pipeline: modelling, texturing and 
rigging. That's partly to do with how the 
industry worked back then and also the 
fact we were a small company. 


How does your working day pan out? 
Enter office, animate, exit office is the basic 
gist of it. Yeah, there's obviously more to it 
than that but if you're an animator here, 
you've been hired because you're a good 
animator, not because you can complete 
Ninja Gaiden 

Most of the time it's creating the various 
in-game animation assets, whether it's walk/ 
run cycles, attacks, action set-pieces or 
cutscene work. But then there's also the 
technical side, talking with design and code 
[teams], making sure what you've made fits 
with what they need or want. The iterative 
Side is very important to us. 


How have you evolved as an animator? 
University gave me a good grounding; before 
then I'd never really touched a PC in anger. | 
came out of it with a far more technical 
knowledge than I'd expected — though that 
isn't the case with many other courses. The 
industry has changed, however, especially on 


larger titles. The pipeline is much more like 
film and TV production, with roles becoming 
more specialised — animators really do only 
animate and don't have to worry much 
about modelling or texturing 

One thing everyone will find is just how 
quickly and how much you improve when 
you're actually working in the industry. Part 
of it's because you're spending all day every 
day doing it, and part of it is because you're 
surrounded by experienced people who can 
show what you're doing wrong and what 
you're doing right 


What difficulties exist between 
animators and coders? 

The first is language. We're pretty good for 

it here but at the extreme you can have a 
very tech-heavy programmer used to gabbing 
on about Lua scripting, parameters, 
conditions and switch case loops, trying to 
have a conversation with an artistically 
minded animator. The second would be 


| “IT’S APPRECIATING THE VIEWER THAT 

COUNTS. ARE YOU MAKING SOMETHING 
OR SOMETHING TO SHOW 
j.. OFF YOUR TALENTS TO AN EMPLOYER?" 


FOR YOURSELF 


priorities. Programmers want the animations 
to be responsive and not break their lovingly 
defined rules. Whereas animators just want 
the thing to look hot — who cares if an 
animation takes longer than it should? 
Sometimes one is more important than the 
other and that's a judgement call; in other 
cases it's compromise. 


What would you consider the ideal 
portfolio for an aspiring animator? 
The main rule should be: only include your 
best work. There's often a tendency for 
people, especially those just starting out, to 
include practically everything they've ever 
done on an application or website. A 
portfolio consists of two things: individual 
pieces you can flick through, and the 
showreel. To be honest, your application 
lives and dies by the showreel. A charac 
walk cycle from a game isn't going to 
interest me if the reels not up to snuff. 
Also, know the role you want to do. 
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‘Animation techniques for 
games and movies brush 
shoulders in games like 
Heavenly Sword, creating 
unique opportunities for 
cross-media training 





































If you want to work on the cinematic acting 
side, make sure you include lip-sync and 
acting pieces. Lots of people include pieces 
they've done for online competitions like 

11 Second Club [www.11secondclub.com]. 
If you're interested in action and gameplay 
animation, put in some recoils, attacks and 
big action pieces. If you know you're going 
to be working with mocap, demonstrate a 
bit of that. 


Maybe this makes me sound cranky but 
às someone who has sat through hundreds 
of these things, it's appreciating the viewer 
that counts. Are you making something for 
yourself, or something to show off your 
talents to a prospective employer? And I 
don't want to try and figure out that fancy 
Escher-esque DVD menu you've lovingly 
created. My computer will either complain 
or I'll have to sit there trying to figure out 
what track five might be. This will make 
me hate you. Jokel 





Few studios share Ninja Theory's 
influence on the film industry, veterans 
of which fill many of its key roles 
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THE STUDENT VIEW 


Why sitting through the intros and tutorials is still good practice 
°- 


ith a BA (Hons) in Game Design 
IW | at Staffordshire University, Sarah 

Jones has already landed a job 
doing precisely that for London's Asylum 
Entertainment. So impressed was she by the 
structure and relevance of her degree that 
she's now undertaking her Masters thesis, 
indulging a love of design documentation 
she discovered while at uni. Thinking back 
and forward, she describes to us the 
increased wisdom of Britain's education 
system in providing options first and 
specialties later, always in sync with 
industry practices and trends. 


Why the videogame industry? 

1 was actually originally going to do an 
English-related degree, as | write a lot of 
stories. But the prospects of becoming a 
published author are quite small, so my 
parents suggested, "Why don't you try 
doing something that still has story writing 
but contains something else?" So what else 
did | like doing? Computer games – there 
you go. I spent ages researching the 
programmes and stuff; | remember reading 
one tutorial on how to make Lara Croft in 
3D. And | played loads. 


So you had your parents’ blessing? 
Yeah. They seemed happier with me doing 
games than being some crazy writing lady. 
Halfway through the course | had to say, 
“You know, my chances aren't that much 
better with games design." But it turned out 
fine: | ended up with a job in the end. I've 
been working since May as a freelance game 
designer at Asylum Entertainment in London. 
I'm supposed to be doing my masters 
thesis, as well — I've written the introduction, 
at least. It's based on design documents, 
finding the ideal structure for them based on 
what's out there and trying to implement a 
theory ! came up with in the third year about 
balancing story and gameplay. 


Have avenues into gaming such as 
modding and self-tuition reduced the 
attractiveness of attending university? 
The huge, huge thing about uni is that you 
move out of your parents' house — you go off 
оп your own and look after yourself. You're 
dealing with new places and new people, 
and most importantly yourself. There are 


always people on forums when you're at 
home, but you're not talking to them directly, 
and you might not always word your request 
correctly. You can't just ask someone to 
come over. We've had so many people to ask 
to play through a level or check a render to 
see if the angles and lighting are OK. 

1 do approve of modding communities 
because it does teach you to work in a team, 
and if you don't get your stuff done it slows 
down everyone else. You get that at uni as 
well: at Staffordshire, they had to create a 
design document for their own original 
concept, but they weren't allowed to have 
robots or zombies or pirates. They came 
up with some funky ideas; some groups 
got it and some groups didn't. And in the 
second semester they have to make a 
level and cutscene from that design doc, 
so they learn that, if a person making the 
level hasn't imported the assets, they can't 
put in anything else. And the texturer 
can't work unless the model's made. 


When did you realise that what you 
were studying was going to bear fruit? 
| love narratology, and having discovered 
a love of design documents | knew, after 
the second year, that 1 could select modules 
that would refine my knowledge of that. 


' “IT’S HARD TO GET PLACEMENTS IN 
THE INDUSTRY BECAUSE OF THE SECRECY 
THING, SO THEY CAN'T TAKE YOU ON FOR 

| ANYTHING OTHER THAN TESTING” 


There are some really good modules in 

the first and second year now, so if you do 
want to do game design you can focus on 
narratology, or handheld game design. Or, 
if you want to explore Hammer and how 
to use game engines, you can do that. So 
after the first year you learn to focus your 
studies. There's also a marketing module in 
the third year now. 

It's hard to get placements in the industry, 
though, because of the big secrecy thing. Big 
games take two-and-a-half years, so they 
can't take you on for anything other than 
testing because of confidentiality. Rare, | 
think, do a placement programme for a 
year, but that's for programmers. 
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Did Staffordshire University selectively 
license Hammer? 

| think they wanted to use Unreal at one 
point but they're using Hammer now in the 
second and third year. It's quite a nice engine 
because you can import things and 
manipulate them quite a bit. One group got 
hold of code which turned Half-Life into a 
strategy game, top-down with little things 
bouncing around, and you could command 







Those looking into studying games 
are advised to assess the technical 
facilities of prospective colleges and 
universities. Not every unit offers a 
‘motion-capture setup, for example 















where they went. So there are more 
modding tools available and we have a 
couple of lecturers who know the engine 
really well. It helps you understand that 
sometimes they can be easy, sometimes hard. 


What ambitions do you have now? 

At the moment I'm working on a game I've 
been given to look at, and I’m being given 
quidelines and structures on how it should 
be. But I'd like to design and create my own 
idea, work within a team to make it, and not 
rely on others to come up with the concepts. 
1 don't think I'll be getting into a position 
where I own my own company — I'm not 
that good with business. 
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Huddersfield’s facilities are among 
the best in the UK for students 





As part of Huddersfield University, 
Canalside Studios has published a 
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number of titles, including Buck Sterling 


FURTHER EDUCATION 


THE HUDDERSFIELD WA 





One university with a close understanding of real-world game making 
e 


n meeting the challenge of offering 

budding designers and engineers, 
University of Huddersfield didn't just listen to 
the industry, it copied it. Its integrated 
Canalside Studios, visited in this issue's 
Region Specific section, is manufacturing 
everything from tomorrows talent to the 
processes it's expected to know and the 
games it aspires to create. Course leader 
Ruth Taylor explains how it works 


Much has been said of the disparity 
between what's taught at universities 
and what developers actually need. 
What's your opinion? 

The important thing to keep in mind is that 
we're all seeking the same outcome; that is, 






successful and capable graduates who can fill 


the workforce needs of industry, have the 
creative talent and ability to innovate, and 
who, over time, will continue the success of 
the industry in the UK. The industry's 
obviously highly demanding in its need for 
skilled and qualified workers — after all, it's 





оп the cutting edge of new technology. UK 
university computing schools like Huddersfield 
have successfully provided computer science 
courses for many years and are also home to 
research and innovation in computing. 

The move by universities to provide 
specifically targeted courses has been a 
response to the industry's needs and the 
demand from young people to study in an 
exciting and challenging area. To do this 
successfully requires good communication 
At Huddersfield, we've been fortunate 
enough to have the help and advice of the 
region's game companies and professionals; 
we see these partnerships as essential in 
helping our understanding of the industry's 
needs and enabling us to review and adapt 
what we teach and how we teach it 


"IT'S QUITE DIFFICULT TO TAKE THE f 
MENTAL STEP OF PICTURING YOURSELF 
WORKING NOT ON THE NEXT GTA, BUT 
ON A GAME AIMED AT EIGHT-YEAR-OLDS” ; 


Ata time when modding is increasingly 
touted as a good route into gaming, 
what experience can a student 
exclusively acquire at university? 

It provides a student with access to huge 
resources, from library and research facilities 
to equipment and software. There are lots of 
things you'd be able to experiment with at 
Huddersfield that you wouldn't have access 
to at home, such as motion capture and VR 
It can be a little daunting at first finding your 
way around and learning to make the most 
of what's available, but the experience 
should be rich and rewarding, 

And the people you'll work with are as 
valuable an asset: your peer group, friends 
оп your course who share your ambition. 
You'll have experienced lecturers who will 
seek to challenge and inspire you and 
support your learning, helping you develop 
your individual skills and talents 


Generally speaking, is there too much 
theory in game education at present? 
No, | don't think so. University should provide 
a balanced education; it's more than a 
training course and that's why theoretical 
underpinning is so important. University 


learning seeks to address two things: 
knowledge and abilities, Concentrating on 
the theoretical aspects of each subject 
provides a solid understanding of core 
principles which a student is expected to 
apply in practice. 

As an example, you could build a 3D 
character model that looks great and is 
attractively textured, well-lit, etc, but if you 
haven't taken into account basic theory it 
could be useless in a game engine. It might 
be inefficient with too many polys, or have 
hidden faults in the mesh that are disguised 
by the texture. It might be difficult to rig, or 
might animate badly because vertices aren't 
aligned in the right places. Theory isn't there 
to slow you down – it's important at the 
simplest level in supporting good practice 
and fostering an ability to innovate and 
move learning forward. 


Do students and applicants generally 
understand the truth behind the many 
myths associated with making games? 
Well, it varies. | think most students 
understand that it's a very competitive 
industry and that developers are looking for 
a high level of skill and commitment, and 
that they'll have to work hard to achieve 
that. There will be some students who only 
want to make the sort of games they enjoy 
playing and don't fully appreciate the 
diversity of the market and audiences. It's 
quite difficult to take the mental step of 
picturing yourself working not on the next 
GTA or Halo, but modelling incidental props 
for a game aimed at eight-year-old girls who 
like Barbie. It's also common to see students 
at the start of a course wanting to be good 
at everything. It takes a while to find your 
feet and focus on a particular area, and start 
to develop the skills and polish that will make 
you stand out from the crowd. Students 
need to get a feel for the range of 
possibilities that the industry offers and then 
understand how and where they can best 
apply their talents and specialise 


What kinds of industry tools and 
software do you currently use? 

We have well-equipped computer labs. The 
particular specification of machines in each 
room will relate to the classes that are held 
there, and typically the games labs have the 
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Canalside Studios' upcoming projects 
include action-focused work and more 
strategic fare, such as Hexothermic 
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to green screen and motion capture 
Programmers will start off with 
XNA, C# and then Microsoft Visu: 


for C++, and also use things like 











RenderMonkey for shader re currently 


setting up a new games lab which will 


include Xboxes for the students to build and 





their games 





though we wouldn't 





encourage students to think in term 
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single platform. They can develop projec 
sing a variety of SDK and homebrew kits, 


and interface devic 
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FURTHER EDUCATION 


QANTM COLLEGE 


An option to consider before you press start 
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NIC OLIVER 
MARKETING MANAGER 
QANTM UK 


What is Qantm's history? 
Qantm started in Australia in the mid-'90s 
It was formed originally by a 0 





up of 





Australian universities that needed a 
specialist college for running multimedi 





courses. In 2004, there were some issues 
with the college and the SAE group bought 
it out, becoming the operator in Australia 
Because of SAE's international presence, 
we started to introduce Qantm alongside 
our SAE locations around the world. So it 
started in Brisbane, moved to Melbourne 
and Sydney, and has since moved to places 
like Berlin and London. We'll soon be 
opening in Tokyo. 


Where between a university and a 
training institute does Qantm lie? 
Qantm as a whole is very specialised — it's 
hard to pinpoint relative to other types 
training. The main comparison would be a 


university, ге; 





in the educational sense. 
n terms of facilities and style, it could really 
only be compared to an industry training 
facility. Qantm does the diplomas, degrees 
and masters courses that a university 
would do, but it has the facilities that only 
a high-end studio or commercial entity 
would have. It's 








a hybrid. 


Can a private institute match the 
scope of a university education? 


We have our industry advisory boards, head 






lecturers and course coordinators. The way 
we handle the academic side of things is that 


we're validated through Middlesex University 





for our course programmes. They allow quite 
a lot of flexibility for the content as they 
appreciate we're the specialists and that our 





staff are the ones with industry experience 
Univer 





ities might also make you major and 





minor in subjects whereas 





at Qantm you only 
learn what you've gone there to learn. So if 


you're doing a 3! 





mation course, you 
won't be doing a Hi 





or беодга 
minor. And the degrees and diplom. 








accelerated, so you could have a BA (Hons) in 
two years. We're not cutting out the content 
the universities would give, we're cutting out 
the three or so months of holiday. 


How popular are the courses? Do you 
need to expand? 

We do. The London office is already looking 
to expand in 2009 because of the interest. 
Brisbane is one of our larger sites and even 
they've expanded recently. Whilst some 
universities are doing a very good job, people 
find it hard sifting through all those bad 
universities to get to everyone else. Qantm 
sits to the side of everyone else — it's just 
there — with a well-respected government 
and industry reputation. 


Do the courses exploit Qantm's 

global network? 

On quite a large scale, yes. You could do 
your first year in London and second in 
Brisbane, or Singapore. You have that option 
to transfer. That's what you'd call a ‘cool 
thing’, | suppose, because it's not really 
about the education, But in Byron Bay, for 
example, we had Ramon Rivera [animation 
director for the Lord Of The Rings movies] 
who we sent around to all the different 
colleges, and he did a week of lecturing in 
each college. So it’s not a case of having that 
same lecturer right the way through. We also 
do web seminars that make use of our 
international offices, so someone in LA or 
Glasgow could have a web conference 
viewed by all our colleges around the world 


Do you still have time to help candidates 
get a job? 

When organising graduate positions, we 
have a number of areas that allow for that. 
We have a global HR portal/social site called 
mySAE.org, which is there for students, 
graduates and alumni. Similar to Facebook, 
maybe, but more of a work networking 
thing. So we have major companies coming 
to us advertising exclusively on there, 
avoiding recruitment agencies. 

When it comes down to full-time jobs, 
our lecturers do help place them but it's as 
much, if not more, down to the student. Any 
college or university that says otherwise is 
mis-selling themselves. If we were to go to а 
studio and say: "We've got this student 


that's interested in this position," 90 per cent 
of the time they'd tell them to get off their 
arse and express that interest themselves 
Sure, we can reiterate their skills and 
everything, but if they don't have the energy 
or drive to apply they probably don't have it 
for working in that area 


Which other lecturers and speakers 
have you had at Qantm? 

We've got Miles Glynn at the moment, 
who’ teaching our Modelling Digital 
Environments module — he's worked on 
projects like Harry Potter and Sunshine. Jason 
Colman is our head of games. We also have 
Alex Whittaker from Beautiful Games Studio 
Championship Manager] who came in and 
reviewed student works. We're looking at 
bringing in Paul Steed [id Software], who's 

a very well-respected game designer; he's 


f "WE'VE GOT MILES GLYNN AT THE 
MOMENT, WHO'S TEACHING OUR MODELLING 

DIGITAL ENVIRONMENTS MODULE - HE'S 
i- WORKED ON PROJECTS LIKE SUNSHINE 


probably coming in mid-October time 


Qantm's attended several events aimed 
at the 14- to 19-year-old age group. Is 


there a skills shortage you're addressing? 


Very much so. Qantms always trying to think 
two years ahead. Universities have fixed their 
courses based on what they figured out 
when these issues were originally mentioned. 
So in two years they'll be putting out 
graduates but there won't be any positions 
for them. There'll be an abundance of therr 
for only a certain amount of industry 
positions. So what we teach now is what we 
think the industry will require in two years’ 
time, and that's based on industry trends in 
different countries and our own advisory 
board. That's obviously exaggerated with 
regards to the Skills London and BBC Blast 
events, because we're going there to really 
get them from a younger age and show 
them why maths and physics are really 
relevant to 3D games. 


What technological partners do you 
have within the industry? 
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We're working with FMOD for our game 
audio production, and Dell is a strong partner 
for the computers we're buying — every 
student receives a Dell laptop to keep. With 
things like game engines we do work with a 
number of companies. So we're using the 
Trinigy game engine in our studios around 
the world, and we're exploring XNA — 
though our main focus is on students 
learning the craft from the ground up. Unreal 
Editor's being taught as part of our level 
design course and various things like that 


What's next for Qantm? 

[Laughs] All very top secret. There's a new 
course being announced in a week's time 
which will be an industry-leading course, the 
first of its kind in the country and possibly 
the world. It'll be a big announcement but 

1 can't tell you what yet 
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Lessons in putting two and two (and students and industry) together 
La 


ason Colman is the head lecturer 

of Qantm's Game Design and 

Development course, a one-year 
diploma designed to prime students of mixed 
experience for entry-level positions. Catching 
up with him at Microsoft's XNA Gamefest 
event, we asked him to teach us the basics 





What did you do before Qantm? 

I've been a C++ programmer since '96. I'd 
worked in lots of industries but | always 
loved games programming, and started my 
own business selling shareware games. Then 
| started working as a games programmer at 
a company called Ideaworks3D. They're quite 
well regarded, | think — they do ports for 
mobile phones of games like Final Fantasy 
VII: Dirge Of Cerberus and PGR3. Then the 
opportunity to teach at Qantm turned up. 






The thing I'd always liked as a programmer 
was being able to teach people, and having 
been a programmer for a number of years | 
decided to jump in. I hadn't had any formal 
teacher training or anything but I love it 












What's your range of students like? 
It ranges from school-leavers to people ir 
their mid-30s, a couple in their 40s. It's 
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people who want to get a career in the 
games industry, some who want a change of 
career. Most of them really love games but 
haven't had any experience programming. So 
we've gone from first principles with a lot of 
the students this year; because we're a small 
place we can be very flexible. 


How do you ensure that newcomers 
get the training they need while no 
one is held back? 

We actually split it into two classes, one 
being a С++ boot camp while the other's 
for people who've done stuff like Flash or 
Actionscript already. 


Do you use much middleware? 
The games people write are obviously quite 
simple — they have to be small in scope 


"WE HOPE STUDENTS ARE EMPLOYABLE | 
AT ENTRY-LEVEL POSITIONS BY THE END 
OF THE YEAR - IT DEPENDS HOW MUCH 
EFFORT THEY PUT INTO PORTFOLIOS”  ; 


because | want them to do finished games 
rather than something that's too ambitious. 
The idea of the course is for them to build up 
this portfolio they can use to get into the 
industry. So we don't use middleware as far 
as possible because we want to understand 
exactly what's going on. We use the odd 
library like SDL — that's good for getting 
started. But we try to write all the code 
ourselves as far as possible. Maybe we'll 
look at middleware in the future 


Do you recognise a need for general 
skills rather than specialised ones? 

We have the modular stuff for the course, 
ously, but it's basically split in two. We 
do concentrate on С++ because we want 
udents to be employable. It's why we don't 
use Java or anything like that. So we do that 
but we also do a kind of general software 
practice. Once the students are past the С++ 
crash course we have two modules: Games 
Programming and Games Systems Design 
The latter's more generally applicable 

ware engineering like design patterns, 
general object-oriented design and well- 
known solutions to common problems. 
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How long is the course? 

The diploma is one year split into three 
trimesters, each of 12 weeks with a week 
at the end called project week where the 
students give presentations and sit exams 
We hope the students are employable at 
junior entry-level positions by the end of 
the year ~ | suppose it depends on how 
much effort they put in on their portfolios. 
The idea is that they'll have a couple of 2D 
arcade games and a clutch of 3D demos. 
It would be asking quite a lot to ask for 
full 3D games. 

What we like to encourage is for them 
to work as a team. We started this course 
in January and the fastest students have 
just finished — they were the ones who'd 
already done some programming. And we 
also run a 3D animation course. What was 
nice is that one of the programmers 
collaborated with a couple of 3D 
animators from that other course. 


How much is this a learning experience 
for you as well as them? 

That's kind of a concern for me, actually. 
I'm not in the industry any more — how am | 
going to keep up? Luckily, I'm always being 
dragged off to things like this XNA Gamefest 
event, And the other aspect, of course, is 
that I'm also learning how to be a teacher. 
So the students are learning how to do my 
job while I'm learning to teach them - it's 
kinda fun. 


Are new models like XNA something 
you're trying to exploit? 

I'm very wary of things like getting the 
students to do C# — it doesn't make them 
very employable. But we do these 
workshops that are open to anyone, and 
we've been using Visual Studio Express 
for those. They've got this thing called 
DarkGDK which is written by The Games 
Creators, the guys who do FPS Creator, It's 
completely open to people who can just 
walk in off the street — they don't have to 
enroll in college. What I've found is that 
Dark gets people up and running with 
making games very quickly. And it's a free 
download, so there's absolutely nothing 
stopping you getting into making games 
for free. XNA could be one of those things 
we also do workshops on 
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advantage you 


Get yourself one up on the competition with a games degree from Staffordshire University 


Arcade Game and Simulator Development Computer Games Design 

Computer Games Programming Computer Games Design and Programming 
Game Artificial Intelligence Games Concept Design 

Multiplayer Online Games Programming Multiplayer Online Games Design 


Portable Games Programming 


t: Alex 01785 353461 e: a.r.pownell@staffs.ac.uk www.staffs.ac.uk/fcet 
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ABERYSTWYTH 
UNIVERSITY (FORMERLY 
UNIVERSITY OF WALES, 
ABERYSTWYTH) 

Old College 

King Street 

Aberystwyth 

Ceredigion 

SY23 2AX 

01970 622021 

01970 627410 
ug-admissions@aber.ac.uk 
www.aber.ac.uk 


* Computer Graphics, Vision 
and Games (BSc Hons) 

* Three years full-time/four 
years sandwich 


^» * * 
Lo. zz) д 
P rwr 
— $ 3 
° "m, ` 
"XR T UE, 

E رت‎ 
146 













— e. 
— // ff 


еу selection of universities and colleges 





UNIVERSITY OF 
BEDFORDSHIRE 
Park Square 

Luton 

Bedfordshire 

LUT 3JU 

01582 489286 
admissions@beds, ac.uk 
www. beds.ac.uk 


* Computer Games 
Development (BSc Hons) 
Three years full-time 


BLACKPOOL AND THE 
FYLDE COLLEGE 
Ashfield Road 

Bispham 

Blackpool 

Lancaster 

FY2 OHB 

01253 504346 
admissions@blackpool.ac.uk 
www. blackpool.ac.uk 


* Game Design and 
Development (Fdg FdSc) 
Two years full-time 


UNIVERSITY 

OF BOLTON 
Deane Road 

Bolton 

BL3 SAB 

01204 900600 
enquiries@bolton.ac.uk 
www.bolton.ac.uk 


* Computer Games Software 
Development (BSc Hons/HND) 
Two to four years full-time 

* Creative Technologies 

(BSc Hons/HND) 

Two to three and a half 

years full-time 

* Games Art (BA Hons) 

Three years full-time 

* Games Design (BSc Hons/HND) 
Two to three years full-time 


BOURNEMOUTH 
UNIVERSITY 

Talbot Campus 

Fern Barrow 

Poole 

Dorset 

BH12 5BB 

01202 961916 
askBUenquiries@bournemouth. 
ac.uk 
www.bournemouth.ac.uk 


* Games Technology (BSc Hons) 
Three years full-time/four 

years sandwich 

* Media Technology (BSc Hons) 
Three years full-time/four 

years sandwich 


UNIVERSITY 

OF BRADFORD 

Richmond Road 

Bradford 

West Yorkshire 

BD7 1DP 

0800 073 1225 
course-enquiries@bradford.ac.uk 
www. bradford.ac.uk 


* Design for Computer 

Games (BA Hons) 

Three years full-time 

* Interactive Systems and Video 
Games Design (BSc Hons) 
Three years full-time 


BRADFORD COLLEGE 
Great Horton Road 

Bradford 

West Yorkshire 

BD7 1AY 

01274 433333 
admissions@bradfordcollege. 
ac.uk 

www bradfordcollege.ac.uk 


* Games Development 
(BSc Hons) 
Three years full-time 


UNIVERSITY OF 
BRIGHTON 

Mithras House 

Lewes Road 

Brighton 

BN2 4AT 

01273 644644 
admissions@brighton.ac.uk 
www brighton.ac.uk 


* Computer Science (Games) 
(BSc Hons) 

Three years full-time/four 

years sandwich 

* Computing (Computer Games 
Development) (Fdg FdSc) 

Two years full-time 


UNIVERSITY OF THE 
WEST OF ENGLAND, 
BRISTOL 

Frenchay Campus 
Coldharbour Lane 

Bristol 

BS16 10Ү 

0117 32 83333 
admissions@uwe.ac.uk 
www.uwe,ac.uk 


* Games Technology (Hon BSc) 
Three years full-time/four 

years sandwich 

* Games Technology (Fdg FdSc) 
Two years full-time 


BUCKINGHAMSHIRE 
NEW UNIVERSITY 
Queen Alexandra Road 
High Wycombe 

Bucks 

HP11 2JZ 

01494 605060 
admissions@bcuc.ac.uk 
www.bucks.ac.uk 


* Digital Games Design 
(BSc Hons) 

Three years full-time 

* Games Development 
(BSc Hons) 

Three years full-time 


UNIVERSITY OF WALES 
INSTITUTE, CARDIFF 

PO Box 377 

Llandaff Campus 

Western Avenue 

Cardiff 

СЕ5 256 

029 2041 6070 
admissions@uwic.ac.uk 
WWNW.UWiC.aC.uk 


* Mobile, Web & Game 
Design (BA Hons) 
Three years full-time 


UNIVERSITY OF 
CENTRAL LANCASHIRE 
Preston 

Lancs 

PR12HE 

01772 201201 
uadmissions@uclan.ac.uk 
www.uclan.ac.uk 


* Computer Games 
Development (BSc Hons) 
Three years full-time 

* Computer Games 
Development (Едо FdSc) 
Two years full-time 

* Games Design (BA Hons) 
Three years full-time 

* Multimedia Games 
Development (BSc Hons) 
Three years full-time 





CHESTERFIELD 
COLLEGE 

Infirmary Road 
Chesterfield 

541 7NG 

01246 500562 
advice@chesterfield.ac.uk 
www chesterfield.ac.uk 


* Games and Interactive 
Technologies (Fdg FdSc) 
Two years full-time 





CITY UNIVERSITY 
LONDON 
Northampton Square 
London 

EC1V OHB 


Undergraduate course: 
+44 (0)20 7040 8406 
ugenquire@soi.city.ac.uk 
Www.soi.city.ac.uk 


Postgraduate course: 
+44 (0)20 7040 0248 
pginfo@soi.city.ac.uk 
www.soi.city.ac.uk/edge 





* Computer Science with 
Games Technology (BSc) 
Three years full-time/ 

four years with one 

year placement 

* Computer Games 
Technology (MSc) 

One year full-time or 
part-time up to 28 months 


CITY COLLEGE 
MANCHESTER 
PO Box 40 
Manchester 

M23 0GN 

0800 013 0123 
admissions@ccm.ac.uk 
www.ccm,ac.uk 


* Games Design (Fdg FdA) 
Two years full-time 


COVENTRY UNIVERSITY 
The Student Centre 

Coventry University 

1 Gulson Rd 

Coventry 

CV1 2)H 

024 7615 2222 
studentenquiries@coventry.ac.uk 
Www.coventry.ac.uk 


* Games Technology (MSci Hons) 
Three years full-time/four 
years sandwich 


UNIVERSITY OF 
CUMBRIA 
Fusehill Street 
Carlisle 

Cumbria 

САТ 2HH 

01228 616234 
www.cumbria.ac.uk 


* Art of Games Design (Fdg FdA) 
Two years full-time 


DE MONTFORT 
UNIVERSITY 
The Gateway 
Leicester 

LE1 9BH 

0116 255 1551 
enquiriesGdmu.ac.uk 
www.dmu.ac.uk 


* Computer Games 
Programming (BSc Hons) 
Four years sandwich 

* Electronic Games 
Technology (BSc Hons) 

Three years full-time 

* Game Art Design (BA Hons) 
Three years full-time 





OF DERBY 
Kedleston Road 
Derby 

DE22 1GB 

01332 591896 
games@derby.ac.uk 
www.derby.ac.uk/ 
computing 


* Computer Games 
Modelling & 

Animation (BA Hons) 
Three years, or four with 
optional placement year 
* Computer Games 
Programming (BSc Hons) 
Four years, including 
one year placement 


DONCASTER COLLEGE 
The Hub 

Chappell Drive 

South Yorkshire 

ОМІ 2RF 

01302 553610 

he@don.ac.uk 

www.don.ac.uk 


* Animation and Games 
Art (Fdg FdA) 
Two years full-time 


UNIVERSITY OF 
EAST LONDON 
Docklands Campus 
University Way 
London 

E16 2RD 

020 8223 2835 
admissQuel ac.uk 
www.uel.ac.uk 


* Business Studies/Computer 
Games Design (BA/BSc Hons) 
Three years full-time 

* Computer Games Design 
(BA/BSc Hons) 

Three to four years full-time 
* Computer Games 
Technologies (BSc) 

Three years full-time 

* Graphic Design with Computer 
Games Design (BA Hons) 
Three years full-time 

* Multimedia with Computer 
Games Design (BSc Hons) 
Three years full-time 


UNIVERSITY 
OF ESSEX 
Wivenhoe Park 
Colchester 

Essex 

CO4 350 

01206 873666 
admit@essex.ac.uk 
WWW.essex.ac uk 


* Computer Games (BSc) 
Three years full-time 
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Enquiries and 
Admissions Unit 
Pontypridd 

CF37 1DL 

0800 716925 
enquiries&glam.ac.uk 
www.glam.ac.uk 


* Computer Games 
Development 

(BSc Hons) 

Three years full-time/ 
four years sandwich 


GLASGOW 
CALEDONIAN 
UNIVERSITY 

City Campus 
Cowcaddens Road 
Glasgow 

G4 ОВА 

0141 331 3000 
admissions@gcal.ac.uk 
WWW.Gcal.ac.uk 


* Computer Games (BSc Hons) 
Four years full-time/five 

years sandwich 

* Games Software 
Development (BSc Hons) 

One year full-time 
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UNIVERSITY OF 
GLOUCESTERSHIRE 
Hardwick Campus 

5t Paul's Road 
Cheltenham 

GL50 485 

01242 714501 
admissions@glos,ac.uk 
www.glos.ac.uk 


* Interactive Games Design 
(BSc Hons) 

Three years full-time/four 
years sandwich 








UNIVERSITY OF 
GREENWICH 
Greenwich Campus 

Old Royal Naval College 
Park Row 

London 

SE10 915 

0800 005 006 
courseinfo@gre.ac.uk 
wwwagre.ac.uk 


* Computing with 

Games Development 

(BSc Hons) 

Three years full-time/four 
years sandwich 

* Games & Entertainment 
Systems Software Engineering 
(BEng Hons/MEng/BSc) 
Three to four years full-time/ 
four to five years sandwich 

* Games and Multimedia 
Technologies (BSc/BSc Hons) 
Three years full-time/four 
years sandwich 


HEREFORD COLLEGE 
OF ARTS 

Folly Lane 

Hereford 

HRI 1LT 

01432 845327 
undergrad@hca.ac.uk 

www. hea,ac.uk 


* Animation (Fdg FdA) 
Two years full-time 


UNIVERSITY OF 
HERTFORDSHIRE 
University Admissions Service 
College Lane 

Hatfield 

Herts 

AL10 9AB 

01707 284800 
Www.herts.ac.uk 


* 3D Games Art (BA Hons) 
Three years full-time 

* Games and Graphics 
Hardware Technology (BSc Hons) 
Three to four years full-time 















































HULL COLLEGE 
Queen's Gardens 

Hull 

нит 3DG 

01482 329943 
info@hull-college.ac.uk 
www. hull-college.ac.uk 


* Games Design (BA Hons) 
Three years full-time 


KINGSTON UNIVERSITY 
Student Information 

& Advice Centre 

Cooper House 

40-46 Surbiton Road 

Kingston upon Thames 

KT1 2HX 

020 8547 7053 
aps@kingston.ac.uk 

www. kingston.ac.uk 


* Computer Science (BSc Hons) 
Three to four years full-time/ 
four to five years sandwich 

* Games Technology (BSc Hons) 
(modular) 

Three to four years full-time/ 
four to five years sandwich 


LEEDS METROPOLITAN 
UNIVERSITY 

Course Enquiries Office 

Civic Quarter 

Leeds 

151 3HE 

0113 81 23113 
course-enquiries@leedsmet.ac.uk 
www.leedsmet.ac.uk 


* Games Design (BSc Hons) 
Three years full-time/four 
years sandwich 

















UNIVERSITY OF 
LINCOLN 

Admissions 

Brayford Pool 

Lincoln 

LN6 7TS 

01522 886097 
admissions@lincoln.ac.uk 
www lincoln.ac.uk 


* Computer Games Production 
(BSc Hons/Deg MComp) 

Three to four years full-time/ 
four to five years sandwich 

* Games Computing 

(BSc Hons/Deg MComp) 

Three to four years full-time/ 
four to five years sandwich 


LIVERPOOL JOHN 
MOORES UNIVERSITY 
Roscoe Court 

4 Rodney Street 

Liverpool 

И 272 

0151 231 5090 
recruitmentGljmu.ac.uk 
www.ljmu.ac.uk 


* Computer Games 
Technology (BSc Hons) 
Four years sandwich 









LONDON SOUTH BANK 
UNIVERSITY 

103 Borough Road 

London 

SE10AA 

020 7815 7815 
www.lsbu.ac.uk 


* Games Culture (BA Hons) 
Three years full-time 


MANCHESTER COLLEGE 
OF ARTS AND 
TECHNOLOGY 
Openshaw Campus 
Ashton Old Road 
Openshaw 

Manchester 

M11 2WH 

0800 068 8585 
enquiries&mancat.ac.uk 
www.mancat.ac.uk 


* Computer Games Design 
and Development (Fdg FdA) 
Three years full-time 


MANCHESTER 
METROPOLITAN 
UNIVERSITY 
Admissions Office 

АЙ Saints Building 

All Saints 

Manchester 

M15 6BH 

0161 247 2000 
WWw.mmu.ac.uk 


* Artificial Intelligence (BSc Hons) 
Three years full-time/four 

years sandwich 

* Computer Games 

Technology (BSc Hons) 

Three to four years full-time/ 
four to five years sandwich 





NEWCASTLE 
UNIVERSITY 

6 Kensington Terrace 
Newcastle upon Tyne 
МЕТ 7RU 

0191 222 5594 
enquiries@ncl.ac.uk 
www.ncl.ac.uk 


* Computing Science (BSc Hons) 
Three to four years full-time 


NEW COLLEGE 
NOTTINGHAM 
Adams Building 
Stoney Street 

The Lace Market 
Nottingham 

NG1 1NG 
01159100100 
enquiries@ncn.ac.uk 
www. ncn.ac.uk 


* Multimedia (Fdg FdA) 
Two years full-time 


UNIVERSITY OF 
WALES, NEWPORT 
Caerleon Campus 

PO Box 101 

Newport 

South Wales 

NP18 3YH 

01633 432030 
admissions@newport.ac.uk 
(Www. newport.ac.uk 


* Computer Games 

Design (BA Hons) 

Three years full-time 

* Games Development & 
Artificial Intelligence (BSc Hons) 
Three years full-time 


NORWICH SCHOOL 
OF ART AND DESIGN 
Francis House 

3-7 Redwell Street 

Norwich 

NR2 4SN 

01603 610561 
admissions@nsad.ac.uk 
www.nsad.ac.uk 


* Games Art and Design 
(BA Hons/Fdg FdA) 
One to two years full-time 


NORTHBROOK 
COLLEGE SUSSEX 
Littlehampton Road 
Goring by Sea 

Worthing 

West Sussex 

BN12 6NU 

0845 155 6060 
enquiries@nbcol.ac.uk 
www.northbrook.ac.uk 


* Games Design 
(Development) (Fdg FdSc) 
*. Two years full-time 
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NORTH EAST 

WALES INSTITUTE OF 
HIGHER EDUCATION 
Plas Coch 

Mold Road 

Wrexham 

ИТТ 2AW 

01978 293439 
SID@newi.ac.uk 

www. newi.ac.uk 





+ Design: Digital Art for 
Computer Games (BA Hons) 
Three years full-time 


NORTHUMBRIA 
UNIVERSITY 

Trinity Building 

Northumberland Road 

Newcastle upon Tyne 

МЕТ 8ST 

0191 243 7420 
er.admissions@northumbria.ac.uk 
www.northumbria.ac.uk 


* Computer Games Design 
and Production (BSc Hons) 
Four years sandwich 

* Computer Games Software 
Engineering (BSc Hons) 

Four years sandwich 


NORTH WARWICKSHIRE 
AND HINCKLEY 
COLLEGE 

Hinckley Road 

Nuneaton 

Warwickshire 

CV11 6BH 

024 7624 3000 
jacqueline.spencer@nwhc.ac.uk 
www.nwhc,ac.uk 


* Games Development (HND) 
Two years full-time 
















NOTTINGHAM TRENT 
UNIVERSITY 

Dryden Centre 

Burton Street 

Nottingham 

NG1 480 

0115941 8418 
admissions@ntu.ac.uk 
www.ntu.ac.uk 


* Computer Science 
(Games Technology) (BSc Hons) 
Three years full-time/four 

years sandwich 


UNIVERSITY OF 
PLYMOUTH 

Drake Circus 

Plymouth 

PL4 8AA 

01752 588037 
admissions@plymouth.ac.uk 
www.plymouth.ac.uk 


* Computing and 
Games Development 
(BSc Hons) 

One year full-time 


PLYMOUTH COLLEGE 
OF ART AND DESIGN 
Tavistock Place 

Plymouth 

PLA BAT 

01752 203434 
enquiries@pcad.ac.uk 

www, pcad.ac.uk 


* Design for Games 
(BA Hons/Fdg FdA) 
One to two years full-time 





UNIVERSITY OF 
PORTSMOUTH 
Academic Registry 
University House 

Winston Churchill Avenue 
Portsmouth 

РОТ 20Р 

023 9284 8484 
admissions@port.ac,uk 
www. port.ac.uk 


* Computer Games 
Technology (BSc Hons) 

Three years full-time/four 
years sandwich 

* Enterprise in Computer 
Games Technology (BSc Hons) 
Three years full-time 





RAVENSBOURNE 
COLLEGE OF DESIGN 
AND COMMUNICATION 
Walden Road 

Chislehurst 

Kent 

BR7 SSN 

020 8289 4900 

info@rave.ac.uk 

WWW. rave.ac.uk 


* Animation (BA Hons) 
One year full-time 


UNIVERSITY 

OF SALFORD 

Salford 

М5 4WT 

0161 295 4545 
ugadmissions-exrelQsalford.ac.uk 
www.salford.ac.uk 


* Computer and Video. 
Games (BSc Hons) 
Three years full-time 


SAE INSTITUTE 
United House 

North Road 

London 

N7 9DP 

020 7609 2653 
saelondon@see.edu 
www.sae.edu 


* Games Programming 
(BSc Hons) 
Two years full-time 


SHEFFIELD HALLAM 
UNIVERSITY 

City Campus 

Howard Street 

Sheffield 

51 1WB 

0114 225 5555 
admissions@shu.ac.uk 
www.Shu.ac.uk 


* Computer Games 

(MComp Hons) 

Four years full-time/five 

years sandwich 

* Games Design (BA Hons) 

Four years full-time 

* Games Software Development 
(BSc Hons) 

Four years sandwich 


SOMERSET COLLEGE OF 
ARTS AND TECHNOLOGY 
Wellington Road 

Taunton 

Somerset 

TAI SAX 

01823 366331 
enquiries@somerset.ac.uk 
www.somerset.ac.uk/student- 
area/considering-a-degree.html 


* Enterprise in Computer 
Games Technology (Fdg FdSc) 
Two years full-time 


SOUTHAMPTON 
SOLENT UNIVERSITY 
East Park Terrace 
Southampton 

Hampshire 

5014 ORT 

023 8031 9039 
admissions@solent.ac.uk or 
enquiries@sol 
www.Solent.ac.uk 


* Computer and Video 
Games (BA Hons) 

Three to four years full-time 
* Computer Games 
Development (BSc Hons) 
Three to four years full-time/ 
four to five years sandwich 

* Sound for Film, Television 
and Games (BSc Hons) 
Three to four years full-time 


SOUTH EAST 

ESSEX COLLEGE 
Luker Road 
Southend-on-Sea 

Essex 

551 1ND 

01702 220500 
Admissions@southend.ac.uk 
www.southend.ac.uk 


* Games Development and 
Digital Imaging (BA Hons) 
Three years full-time 


SOUTH NOTTINGHAM 
COLLEGE 

West Bridgford Centre 
Greythorn Drive 

West Bridgford 

Nottingham 

NG2 7GA 

0115 914 6400 
enquiries@south-nottingham. 
ac.uk 

www.snc.ac.uk 


* Games Art and Design 
(Fdg FdA) 
Two years full-time 









































STAFFORDSHIRE 
UNIVERSITY REGIONAL 
FEDERATION 

College Road 

Stoke on Trent 

ST4 2DE 

01782 292753 
admissions@staffs.ac.uk 
www.surf.ac.uk 


* Computer Games 
Programming (HND) 
Two years full-time 

* Media Technology: 
Games Design (HND) 
Two years full-time 


UNIVERSITY CAMPUS 
SUFFOLK 

St Edmund House 

Ipswich 

Suffolk 

1Р4 12 

01473 234741 

info@ucs.ac.uk 
WWNW.UCS.ac.uk 


* Computer Games 
Design (BA Hons) 
Three years full-time 


UNIVERSITY OF SUSSEX 
Undergraduate Admissions 
Sussex House 

University of Sussex 

Brighton 

BN1 9RH 

01273 678416 
ug.admissions@sussex.ac.uk 
Www.sussex.ac. Uk 


* Games and Multimedia 
Environments (BSc Hons) 
Three years full-time 


SWANSEA 
METROPOLITAN 
UNIVERSITY 

Mount Pleasant Campus 
Swansea 

SA1 6ED 

01792 481000 
dale.dewitt@sihe.ac.uk 
Www.Smu.ac.uk 


* Computer Games 
Development (BSc Hons) 
Three years full-time 

* Creative Computer 
Games Design (BA Hons) 
Three years full-time 


UNIVERSITY OF 
TEESSIDE 
Middlesbrough 

TS1 3BA 

01642 218121 
registry@tees.ac.uk 
\www.tees.ac.uk 


* Computer Animation 
and Games Design (HND) 
Two years full-time 

* Computer Games 
(BA/BSc Hons) 

Three years full-time/four 
years sandwich 

* Digital Music and Computer 
Games Design (BA Hons) 
Three years full-time/four 
years sandwich 


UNIVERSITY OF THE 
WEST OF SCOTLAND 
Paisley 

Renfrewshire 

Scotland 

РА1 2BE 

0800 027 1000 
uni-direct@uws.ac.uk 

WWW. UWS.a¢.UK 


* Computer Games 
Development (BSc/BSc Hons) 
Three years full-time/five 
years sandwich 

* Computer Games 
Technology (BSc/BSc Hons) 
Three to four years full-time/ 
five years sandwich 

* Computing with Games 
Production (BSc/BSc Hons) 
Three years full-time 
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UNIVERSITY OF THE 
ARTS LONDON 

65 Davies Street 

London 

WIK SDA 

020 7514 6000x6197 
c.anderson@arts.ac.uk 
wwwaarts.ac.uk 


* Interactive Games Design 
(Fdg FdA/Hon BA) 
One to two years full-time 


UNIVERSITY OF 
WESTMINSTER 

35 Marylebone Road 

London 

NWT 515 

020 7911 5000 
admissions@westminster.ac.uk 
www.westminster.ac. uk 


* Computer Games (Hon BSc) 
Three years full-time 


UNIVERSITY OF 
WOLVERHAMPTON 
Admissions Unit. 
MX207 

Camp Street 
Wolverhampton 
West Midlands. 

WV1 1AD 

01902 321000 
enquiries@wlv.ac.uk 
www.wlv.ac.uk 


* Computer Games 

Design (Hon BA) 

Three years full-time 

* Computer Science (Games 
Development) (Hon BSc) 
Four years sandwich 






































FURTHER EDUCATION 


QANTM COURSES 2009 


Worldwide options available from the game dev specialist 














. 
COURSES: 

» Diploma of Game Design and Development (one year) 

* BSc (Hons) Games Programming (two years accelerated) 

* Diploma of 3D Animation (one year) 

* BA (Hons) Interactive Animation (two years accelerated) 

* Diploma of Graphic Design (one year) 

» Diploma of Web Design and Development (one year) 

* BA (Hons) Multimedia Arts (two years accelerated) 

* MA Creative Media Practise (one year top-up for BA/BSc) 

» Diploma of Game Audio Production (one year) 
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3296 of the readers of 
Edge are between the 
ages of 18 and 24 







Each month, Edge 
publishes a dedicated 
University Profile 


Edge also produces an 
annual Get Into Games 
section, focusing on 
further education 
and careers in the 
videogame industry 


“Advertising with Edge has 
worked wonders for us — we're 
getting many clicks, and all 


To advertise in Edge Е е ерту 
or Edge Onli ne, hus to зеш maps the - 

р in Edge. In fact, our University 

contact Julian House = Profile is what worked best” 


Gwladys Shone (née Morin) 


jhouse@futurenet.co.uk LEUR 


REGION SPECIFIC: 


YORKSHIRE, 
UK 


he global expansion of the videogame industry may 
have placed the focus elsewhere, but at one time 

Yorkshire was one of the UK's biggest areas in terms 
of production, boasting some of the best game coding talent 
in the world. With the likes of Artic Software, Gremlin 
Graphics and Realtime Games bringing new ideas to the 
market, it was a buoyant place to be during the ‘80s. 

Times change, of course, but it would be wrong to think 
that the early talent simply bled away to development clusters 
around Brighton, Guildford and London. Take Gremlin as an 
example: many of the staff who worked at the Sheffield- 
based codeshop on much-beloved games like Lotus Esprit 
Turbo Challenge and the Monty Mole and Premier Manager 
series now ply their trades at Sumo Digital. 

If one thing came out of the interviews we've conducted 
with Yorkshire studios it was a conviction that the area is a 
great place to work, and a great place to remain. Indeed, two 
of the region's oldest independent developers still survive 
today, having avoided the management buyouts, deleterious 
console cycles and mass redundancies that have afflicted 
many other parts of the UK over the last decade. 

Why the perception that Yorkshire languishes behind 
other regions? Partly because its developers get their heads 
down and work on both original IP and globally recognised 
franchises without making an elaborate song and dance 
about it. Its ability to determinedly make things happen 
is one of its biggest strengths. 2 
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ALL CREATIVES GREAT AND SMALL 


It may not have the reputation of Silicon Valley, but among the hillsides 
and dales of Yorkshire Lie developers with some serious global clout 


It's hardly surprising that Yorkshire is home to four 
of the world's top-100-performing game developers: 


Rockstar Leeds, Team 17 Sumo Digital and Chemistry 
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Of particular note to film and videogame followers is 
Bradford's long-established National Media Museum, 
which has plans to curate a videogame section 





Phil Mundy (Creative Nort 





è i i adh 
Yorkshire hasn’t traditionally been 
considered a development hotbed, 





but that perception is changing. толору agus 


We get together with some of Ngee, 
its key players to find out how 





SPECIFIC 
Darren Mills (Sumo Digital) 








у | Mike Cox (Chemisty) 








What particular strengths does Yorkshire have in niddle. V 3 th Yorkst t e : 1 у within the country 

terms of game development? t ا‎ е York wit t of peopl егу jl reat universities in the are 

Craig Albeck: We have in Yorkshi ur of the worl t ties b г г t calibre of student, and they very ofter 
100 companies. We yw [Sur Nigel Little: tory of the 35 well. W › sett t 

Digital) franchise an to, Se n = h є Mike Cox: Th 


al Engine 
iversiti 
Paul Porter: 
What's your take on what Yorkshire offers outside 
of the world of game development? 





Phil Mundy: | think you're right. Especially runr 


ely pricey. One thing we've noticed 
hort three years as a de rin th 
gion mmunity arc 
s not necessarily competition as collaboration a 
lot of the time. | think it's а за dyr 
region to be a part of 


How does the support network work? 
Craig Albeck: l'Il put my Game Republic hat 





“There’s more and more 
competition from offshore 
developers. And basing 
something in Guildford 
itively pricey” 





got business out of that е great pi п Darren Mills: 
sharing information or swapping tories. Game king with и 
Republic will keep going mainly because people will result of being a 
соте together and get recommendations and Craig Albeck: Ca 
referrals. | kno hen 5 Paul Porter: Yeah 
We can't do that SKU be хед c Darren Mills: Super Rub A Dt 

push the w one else.” | know it with us and Sheffield University. They de 
joes on, and the work d around. | t want м 5 and they didn't know what to do м 

ir up a north-south divide, but we seem to be They approached us via Game Republic ar 

ntent talking back and forth about woi elped them out with game design and took 
more closed in other parts of the UK ok it to publishers. And 

Ruth Taylor: Yes, | think in terms of the unive elped ete the process 
in the region we've had a lot of support from regional 
game companies and we're keen to develop talent Does Game Republic help in terms of staff and 
and see it working across the region. And perhaps recruitment issues? 
that’s a little different in other edi on Nigel Little: Myself a 
establishments, W ery much slap bang in the t and wh 
middle, and w 5 had that history of n to help out to get that projec с 
supporting industry. We ‹ rom that background ajor help. \ vn Phil for a while and 
in engineering and tra y placement: we knew ork d. And he's 


andwich courses and working with industry is с nev 9 


tremendously important for us. 
Paul Porter: Game Republic is a great way to 

sities together, with the development 
and other pools of creative talent that are lox 
you get people that do audio, people that do pos! 
production, people that do all sorts of things. So it's 
all people that are local that come under the Game these people got ir 

a lot easier and more down the line develo pe that 


ent anywhe! t nt. H 
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е udent that kept coming 
to our events and was nagging me. And Gordon Hal 
president of Rockstar Leeds, said, "OK, I'll go and 
speak to him." And he's started working there. And 
| think that's a tribute to us northerners — that we 


make this stuff work. 


Do you think the cost of living here will attract 
talent to the extent that game development in 
the region will expand over the next few years? 
Craig Albeck: There's a great lifestyle to it. Let's n 
overlook that. We're based in Huddersfield, but liv 
Leeds. A lot of people live a areas, Wh 
would you rather do — would you rather spend 20 
minutes on the train and keep in the countryside if 
you're the outdoors type, or spend 20 m 
Tube in the city? We've already mentione 

ing, which is excellent. The 
very good. Sheffield is a good place to go out, 
Leeds. We're also not far from Manchester = if you're 

have a direct line to Mat 


5 lots to do. 
Darren Mills: We cater for all tastes. You can live 15 
tside the city and be out in the countryside 
re. Or b 











Is good accommodation for younger 

employees easily available? 

Paul Porter: Absolutely. We have people paired up. 

but people are not crammed in. 

Darren Mills: The other thing is, this is not a young 

industry any more. We've got people with two or 

three kids, families and wiv fes, there are people 
that come straight out of university. They are single 
and want to bunk up with mates and want 
drinking every Friday night. But the Iso the fam 
heffield and the whole area can 
Aore and more we're interviewing 
2 and when the subject of moving comes up it 
ell known that this area can cater for that. We 
jood schools in the area. 

Mike Cox: | relocated November last year from High 
mbe and the first thing my wife did was scour 
isted sites to get the school reports and we 

е surprised how many genuinely good schools 
re were around ffield are 

Ruth Taylor: But why not Yorkshire? You 

“Why Yorkshire?" but why not here? There 

talent here, there's at facilities here. Why 

anyone be surprised? Admittedly, it rains 

Mike Cox: it's not Manchester! 

Ruth Taylor: No [laughs]. It's not a bad part of 

untry to live in. If it's just an accident of fate t 
ing on here in te 
at the moment then th 


yone need: 





Craig Albeck: Sheffield's that, definitely. It's а 
hub, isn't it? Increasingly we're going to sasa 
трапу – bring in people from the indu: 

because th got a different 

using the same software package 

we not bring these people in? They hı 

insight into doing things. It’s happening in Sheffiel 
and Huddersfield is gı for that, an 


Have you found it difficult to attract talent 

from outside of the UK? 

Mike Cox: They don't think anything other than 
London exists in the UK. It can be quite tricky. We've 
done а lot of foreign recruitme stting them to 


a mental bridge to get с 
there can't be anything kicking off 
effield on a Friday night. They think that's only in 


nat 


Paul Porter: They ask v 
- Heathrow 


Mike Cox: That's rig ar from 


Do you really believe that there's a sense of 
snobbery in the south of the UK? 
Mike Cox: We are having some difficulty recruiting 


some 
moment. I'v 
would have intervi 
re in 
ə advertise as Kuju the 


realise, then when we say we're in Sheffield they 


have declined. But that's relatively 


Do you find that publishers are at all concerned 
about where you're based? 
Mike Cox: They just don't care. I've never had a 
publisher say they don't want to work with us 
becat е based in Sheffield 
Craig Albeck: One formula we came up with for 
Game Repul sl Right 
expensive › we'll fly you ir 
see us, and we'll Ic 1, and you car 
some quiet time with people, and they'll ¢ 
ideas." It was great. We had guys coming f 
France, the USA, etc. It was fant: 

under th 
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is not just a hire thing — with the current climate 


rs. 
as really good 
ə who are considering 
working for me and considering commuting 80 mile: 
But because the train line is nice and quick they are 
quite happy to do that. They don't really have the 
rtunity to move at the moment 
Darren Mills: Exactly. We have people that comr 
„ Manchester and Hull 
cti an 
from Leeds to 
ients in 
u can be in 
5 from here. We have the 
fore if it 















“| think most game courses 
in the area have adapted 
well because we've been 
having discussions with 
unis for four or five years” 


at one place, you don't have to go back to where 

you came from. You can enquire somewhi 

So, to answer your original question, yes, it will grow, 

and the opportunities will grow in this region. Ir 

terms of masters degree training we have thr 

the best. Ruth will tell you about all the work 

Huddersfield Uni is doing. Hull offers a really solid 

games programming course. The guys here at Sumo 

will vouch for that — guys work here that came off games. We have undergraduate programmes, but we 

yurse. Bradford has excellent Al and arts haven't a masters cour a number of reasons 
artments, and we've got Sheffield Hallam on one concern is that students who go on to masters 

our doorstep. We've combined all that and come courses typically couldn't get a job, then think the 

up with the Game Republic academy, which is next thing to do is a masters course. That's not useful 

essentially six months in a classroom and four or to them because what you пе fore a mı 

five months on a placement. We were subsidisinc urse is experien vested a 

I of that because we appreciate that if you wan ating to the advice and the crit 

into this industry m, sometimes — from the industr 


yourself ап v that much about the indus 


ourse. We said we'd subsidise Ne've got a lot of 


easier and get you a placement digital media, but t 
placement. Feasibly, you can get a job out of that 

but you've got to pull your finger o which have 

Ruth Taylor: One of the reasons we weren't d practical nuts and bolts: | 


п the academy was that we dor t апа! 





Do you think the courses in this area are geared 
enough towards producing graduates that 
understand the requirements of development 
on a day-to-day basis? 

Ruth Taylor: We are trying to evolve how we teach 
It's difficult for universities to change quickly and it is 
hallenging for us as we constantly have to deliver 
things in a different way year on year. We need input 
from people who are doing it day on дау. We 

wouldn't be producing the right sort of graduates if 
they weren't seeing the process up front. It's a very 
attractive, glamorous industry from the outside, but 
ts really hard work. But 18- or 19-year-olds don't 
often understand that 

Paul Porter: | think most courses in this area have 

been adapted very well because we have been having 


discussions with universities for the last four or five 


years, So I'm really pleased with the courses we 


locally. But that's really the technical side and the 

programming side. | think there's still a lot to be done 

on the creative side and the production side 

Craig Albeck: There was a big push recently to go 

into schoc 3 universities early on in their studies 
actually it's great you have 


but it ain't going to be easy 





1 don't know what the obsession is with game de 
1 can see the celebrity status you can get from 


there are all these other roles. This is how 
chain works, but they are tied in with hard work 
We've got to address that perception. We also need 


to promote the agenda that games are not all violent 
Some university students come out and say, "Right. 
let's get started on Hi but it's not like that. 


Can start-up developers get help and financial 
aid locally? 

Paul Porter: We had quite a lot of help from 
Business Link South Yorkshire when we started Sumo. 
We had some help, certainly. 

Craig Albeck: | think, regionally, it's good. We can try 
to shape some of these schemes around people 
needs. But | think some of these people in Whitehall, 
they just set policy and try to group us in with other 
sectors. And it doesn't work like that. W 

completely different industry. The Games Up 
campaign is doing its best to do that, and we'll get 





“| don’t know what the 
obsession is with game 
design. | can see the 


celebrity status, but there 
are all these other roles 


there. Everyone is lobbying for tax breaks but it's all 
going towards films. But I'm not going to open up 
that can of worms! 


In terms of government funding, do you receive 

anything for university courses? 

Ruth Taylor: No, nothing at all. It's things lik 

kits we need. And we've considered looking at other 

platforms. But it's also the level of security we need to 

have — people coming and going. It's much т 

difficult with students. So it's problematic to provide 
me of the facilities that would be useful. 

Phil Mundy: That's right. At Huddersfield University 

they do have for all intents and purposes a 

commercial studio there. You have publishing deals in 

place; you are sending out content-complete. We've 

had a number of placement students through our 

doors who've said, "Th u so much – I've learnt 

so much over the last mc 

year and a half." That studio wou a perfe 


finishing ground for masters u learn 


much from that environment. That's what make: 
people ready. 

Ruth Taylor: The advantag 

is that we can discipline them; we can manat 


166 














» in the workplace. If there are discipline 

sues, or they're not producing the work, we can fire 

em. But if someone is paying for a course on a MSc 
you can't really fire them, can 
Nigel Little: The thing we always ask ourselves i 
should we take people from gamı or from a 
more academic course? | think it's starting to swing in 
the direction of games courses. But traditionally 

»'ve found that a lot of people on the games 
courses have a wide spectrum of skills. You get one 
person who is really good but also one person who's 
drifted into it and doesn't care that much. 
Darren Mills: I've interviewed a lot of people coming 
off game art courses and one thing I've found is that 
what these people are taught is very broad, without a 
focus on anything. Even on the final project their 
focus isn't on a specific thing. They come to us as а 
junior animator because they've done an animation 
project. That to me always rings alarm bells. I'm 

ways thinking, | can take this person on and they'll 
stay with us for a year, and they'll go to the highest 
bidder. Or | can see this person in a year when h 

г the highest bidder and take him then 

They come out of university with very high 
expect. of salary 


Ruth Taylor: That's why it's important for us to have 
the studio experience in the middle. I've had three 
lads doing textures all year and they've all got very 
good at it now. 

Mike Cox: But not one of them wants to be a 


that experience of 
understanding why it's important to at 
and fail, which is such an important part of the 
learning process: “Yo a beautiful texture, 
but it's far too bic nt the same eff. 
make it tiny." That's why it 
have people from industry to 

yr and | tell th 
same weight 
Mike Со: р ог де 
оп our teams. They are all specialist p 
Darren Mills: Yes, if we were employing 9 
then we'd employ extremely expe! i gi 


What do you think are the key issues facing the 
region? Are they the same as in other areas? 
Mike Cox: Re 

Darren Mills: 




















Mike Cox: At the moment we have less a problem 
with junior roles and more of a problem with senior 


ones. That's whe re now. 


How can you go about addressing that? 
Mike Cox: That's why I'm happy to be involved with 
this today. Awareness of the area, awareness of the 
value ing in this are 
Paul Porter: The industry is growing and there's only 
so much talent feeding in at the lower level. It's such 

ast-paced industry, too. It's always growing 

оду, new hardware, new techniques. Те; 


Craig Albec come back, too 
There were quite working 
at Gam blic tually wanted to come back 
here and ei се or сот к home. We' 
got something here in Yorkshire. Birds migrate and 


ntually k home. 


Is that tied into the change that's taking place? 
Paul Porter: 


been under 


they're d 
nightlife in Sheffield, there 
Hall for shoppir 


'erybody. 


Craig Albeck: It's almost unrecognisable driving 
around this area be nas come on so much 
It's the same in Leeds when you get the train into 
the city because there's so much development 
rk. I t n London. We are 
multicultural and w r from 
5 of life. 


What about the old claim that's it's friendlier 
in this part of the world? 
Craig Albeck: Certainly. There is a north 
divide, definitely. The Sheffield people are friendlier 
andn iccommodating ti itherners. And 
| speak as a southerner! 
Ruth Taylor: Hudde s mall 
'ompared to Leeds and Sheffield. But you have acc 
to all that big city stuff with access to Leeds and 
Manche 1d then, if you car 

et out to antryside very ea: 
Craig Albeck: We have ten per cent € 

iorkforce and three рег 

rkshire, "Think G 


was the 
























Studio profile 
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NAME: Sumo Digital 
LOCATION: Sheffield 
DATE FOUNDED: 2003 
NUMBER OF 
EMPLOYEES: 

UK: 125; India: 30 

URL: 
www.sumo-digital.com 
SELECTED 
SOFTOGRAPH 

OutRun 2, OutRun 2006: 
Coast To Coas A 
Race Driver 2, Virtua 
Tennis World Tour, 
Sega Superstars Tennis 


SUMO DIGITAL 


Once Gremlin Graphics, then Infogrames Sheffield, 
Sumo is a Yorkshire developer with a fine heritage 


ce Opening its doors in 2003, Sumo Digital 
has quietly but assuredly become one of the 
UK's most prolific and respected developers. 


Formed jogrames Sheffield, the 
team now numbe 
furth 30 in its 

Though acc 
it was the company's work on S 
2004 that garnered it global гесс giving it a 
platform to work on high-p hises for the 
of Codemasters, Sony, THQ, Sega and Ubisoft 
It's strange, think that until the release of 
OutRun 2 s unk 
previously focused on health and fitness software. 





the ashes o 
ver 








25 employees, with а 








eration in Pune, India. 





sourcing ‹ 












practically every ger 


ga's OutRun 2 


plished in 






le frar 


lik 











nO own to gamers, having 








From the outside looking in, Sumo exudes a 
efficient exterior, its managemen 


professionalism, proj 








narking out 










трапу has a div 





уе, delivered on time and oi 
»as been explorin 
adable game Super Rub A 








Sega trusted Sumo enough to hand over to the studio a galaxy of its 
iconic characters for Superstars Tennis. It was pleased with the results. 


Dub and Sega Superstars Tennis. The latter has 

won over many Sega fans, old and new, with its 
vibrant art style and delivery of a finely honed tennis 
experience despite its outrageous power shots and 
off-the-wall characters. Superstars’ mini-games, 
which include tennis variations of Virtua Cop, 
OutRun, Samba De Amigo and House Of The Dead, 
ularly absorbing examples of Sumo's ability 
to adapt to any style or genre. 

August 2007 Sumo was acquired by 
Foundation 9 Entertainment, which also owns 
Entertainment, Backbone Entertainment, The 
pse, ImaginEngine, Pipeworks, 
and Shiny Entertainment, but the company remain: 








are par 








Amaz 





Collective, Digital E 


independent and responsible for its own output. 

Less than 18 months ago we visited the studio 
prior to its move to its new location next to the 
Meadow Hall shopping centre in Leeds and were told 
that the company was about to establish a DS team 
responsible for new technology and output. In the 
time since, Sumo has produced several titles for 
Nintendo's handheld, and is now one of the UK's 





most sought-after companies for producing work 
on the popular portable — a fine illustration of the 
developer's dedication to its goals. 


ДИЛ] 









It was битоз brilliant work on Xbox game OutRun 2 (above) 
and OutRun 2006: Coast To Coast on PS2 that cemented the 
developer's credentials in the eyes of veteran Sega fans 





s strong ties with a number 

of Japanese publishers and works оп 
me celebrated IP, including Track & 
jeld for Konami (DS version, abo 


Interview: 
Paul Porter Studio head ш 





























What do you feel are Sumo's 
core strengths nowadays? 
Our core strength imply our t's difficul 
taff. Many of th yrked How many projects are you Y 
г back at Gremlin and working on right now? 

mes Sheffield, and Se A 





nities in the futu 
fit this in 


st 





We can't say too much t th 
Sumo were always a good fit. Thi 
alot 





You're involved with Game 
Republic's Game Academy — 
what sort of input are you able 
to offer in terms of game courses 
at local universities? 


allowed us to ood people 








through the door. We 





experienced group of p 
worked together for a long time and 
genuinely love to play gar 





es. We care 





an 





about the games we mak 


1 a numbe 


hopefully this shows luding Hull, 





eld and around à 

have alway 
What are the advantages of being don't see this changing 
part of Foundation 9? 


sometimes di 








{foot ^ Why does Sumo focus on existing 
America but Foundation 9 IP rather than new properties? 
certainly helps that | would а t г 








deas and tech v 





and developers. B 


Foi 19 alsc 








indati 





SUMO ARE 
RECRUITING 


PROGRAMMERS 
ARTISTS 

DESIGNERS 

GRAPHIC DESIGNERS 


Sumo Digital are responsible for a string of recent 
successes including Sega Superstars Tennis, New 
International Track and Field, Virtua Tennis 3 and OutRun 2. 


We are looking for talented individuals with industry 
experience to work across all of the current gaming 
platforms on a variety of new titles. 


All positions offer a competitive package 
and a great working environment. 


Interested? Let us know all about you! 





Send your CV, showreels and demos to: 


Laura Schofield 

Sumo Digital Ltd 

Unit 32, Jessops Riverside 
800 Brightside Lane 
Sheffield 

S9 2RX 

UK 


Or email us: 
careers@sumo-digital.com 


www.sumo-digital.com 





BROKEN SWORD 


THE ANCEL OF DEATH 


В Коше 





Юу qd Г 
a ğ Foundation 9 Entertainment Studio | 
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CANALSIDE STUDIOS 


One of the most forward-thinking universities in the UK 
has a unique approach to fostering new developers 





NAME: ersities 9 d courses nbe vel of skulduggery 
Canalside Studios t few v not to u j гу conjure up image: 
LOCATION: 2 t t P rst t k s and textile mills, it has 
Huddersfield X tit 1 ) е ts ind lost 
DATE FOUNDED: 2006 ons) in puter Ga 0 ming in tiful t n Yc jire. 5 ar the 
NUMBER OF 20 rtly ns) ir nin а Wate river Holme 
EMPLOYEES: 10 G jn in 2005. T wo courses now take lersfield University students have no trouble 
URL: à v ver 





e West Riding that might serve 




















www.canalsidestudios а adios 9 f j as spiration as its name 
com J t je Studios overlook е 
$ОЕТОСВАРНҮ: 3 Canal, and is itself located in ar 
Yo-Ho Kablammo ning converted Victorian textile mill 
ng and Engineering 
mulating and attractive 
1d design 


frequently given 


j Sumo Digital 





ativity alongside hard 





graft and € 
Huc 
offer 


rapidly 





Yo-Ho Kablammo, which recalls 
piratical PlayStation game 
Overboard!, started out as an entry 
for DreamBuildPlay, the Microsoft 
funded initiative intended to 
promote XNA as a development 
environment. It will soon be given 
commercial life via Xbox Live Arcade 









REGION SPECIFIC 2 


Ж Laboratory C 








"We're just a small developer to 
Microsoft but they treat us the sam 
way as any other studio, 

“We have access to the sa 


and support that any other developer 





Interview: 


What was the motivation behind What's the relationship between 
setting up Canalside Studios? the studio and the game courses? 
Huddersfield has a strong reputation in s 
delivering sandwich education = it's o have to for ons ja ng this back 

ry importan! 

dents to seek 
part of their stud 
them better for the orking in 

graduate, s who g ption. Students need to be high 
ement are more likely and ambitious se 
ѕ often difficult for he on process isn't solely base 
games students to get a 12-month t ademic achievement. We те finished! This 
ting up the studio t hav them - they b learning is a 
ad us to provide this opportunity h t ۸ t plans for our undergrad 

to a small group of students ег г е t themselves 
and it increases our unde e there to support and What about Yorkshire itself? 
f the development proc 2 succe 
we feed directly back intc 

Setting tudio 

nture for us, slightly cr 

certainly outside our normal f ood 
activ but Bl scipline 
thet 


What do you think you offer that 
can't be found elsewhere? 
















ө. „ „ • № 
Canalsidestudi 


LET THE JOURNEY BEGIN... 


AS YOU WHAT WELE OOI 


We are seeking callented anc 
A level & Bue students Go Jom 
Әп at the Universtiy of Соза 


who are looking tir a career fits 
° DAG • [xe Ox Design] 


* @® AR * moeg • Дое 


Computer Cames Design (езид БУМ] 


Computer Games Programming) oeae] 


We Conia net teach GEES wo mete CERES: 
Sette ho Minis e Cocke 






q getto 


University of à i 
HUDDERSFIELD Canalsidestudios 
http://digitalmedia.hud.ac.uk/undergraduate www.canalsidestudios.co.uk 






















Studio profil 








CHEMISTRY (KUJU) 


Having undergone a cosmetic overhaul, this studio 
has set out to change its creative direction, too 








NAME: Chemistry 
LOCATION: 

Sheffie 

DATE FOUNDED: 

2002 (rebranded: 2007) 
NUMBER OF 
EMPLOYEES: 

Sheffield: 35; Bruno: 31 
URL: 
www.gamechemistry.com 
SHEED eee 
SOFTOGRAPHY: Sensible Soccer 2006, but it's now 
LMA Manager, 3 J Brite titles using Unreal Engine 3 
Club Football series, ; 

Sensible Soccer 2006, 

Buzz! Sports Quiz 





Interview: 


hared 








fidence, What are your goals with To End All Wars? 





















t er r to leading-edge t FPSes are set in World War Il, and what's the 
ect y w IP » chief Mike Cox t enemies you see onscreen at any one time? 
he у evolut reer We аге the first World War and 
H J we wanted was to have many more 
Why did you decide to rebrand the studio? ni reen at any a time. Obviously games like 
Ne found that publisher cal j ask if e it loo indreds, but it 
j є a Y ture the numbers going into 
еге Kuj td de in totally scr 
doir ‹ 3 tse kicked it apart 
Y i sh vas OK for 20, but no more. That will be our USP, 
t we were specialisi tial was clear and also the way squad behaviour works. We als 
f e into bigger-bt 1 you 
1 
yate then the tide can tu ainst yc 
What has it been like to make the transition to 
Epic's Unreal Engine? You've also opened an office in the Czech 
anted 1 ۴ ! that we le-risk Republic — what's the story behind that? 
Ne need capacity and don't want to t ne 







Studio profile 


EE EAM 17 


Flexible, hardy and seemingly able to regenerate 
its properties at will, this is one UK team with Legs 







NAME: Team 17 

LOCATION: 

Osset 

DATE FOUNDED: 

1990 

NUMBER OF 

EMPLOYEES: 80 

URL: 

www.team17.com 

SELECTED 

SOFTOGRAPHY: 

Alien Breed, Body 

Blows, Overdrive 

Kingpin, Lemmings, 

Worms caries Team 17 recently adopted Epic's Unreal 
Engine 3 in order to ramp up its aspirations 

оп modern console platforms. The company's 

first title to make use of the tech will be a 


continuation of the Leisure Suit Larry series, 
but it also has its own new IP in the works 








































Interview: 
Mart yn Brown Managing director ш 
franchise for us that 


really stopped going from strength to 
г the years. Our most recent titles 








th o 





Worms (XBLA), Worms: A Space Oddity and 
Open 





Vorm 





re 3 — have all performed well and H 
меа by both the 
“ВГА has been ti 
ll as being the second hig 
eller on XBLA in 2007, and also the winner of the 










en well re. 











Played Game' people's award from Microso! 





hise on Xbox Live Arcade. MD Martyn What are the key benefits of having a 








3 17-year veteran of the company, explair development studio in Yorkshire? 
uck around long, and wh next Right now, Yorkshire is a hub of development s 
that is bursting at the seams with teams bringing 





to mark: 





Team 17 is one of the UK's longest surviving racking g 
indies - what's the formula? niles down th 
I think 


up here. We pride ourselves on a great atmosphere 


We are literally a couple of 
от our friends at Roc 
Monkeys, and a short hop down 





roac 





r 






zeople and the 





ls and The Code 





from our counterparts in Sheffield such as 


of close friends work о and Gamesauce 





ing together с 
Two of Team 17's highest-profile J 

projects in recent years were the n 
PSPIPSN iterations of Lemmings 





joy. We, luckily, ope 










эттеги, scheduling а 





What about your future projects? And do you 
have plans for expansion? 
The future at T 








ат 17 is bloody busy, 





о say the 





ously c 


ve not been si 


are currently finishing up Leisure Suit 
rry, which is our first true next-gen title using 
al Engine 3 technology. Alongside that we have 


financed digital 








works for next 


s in th 








other triple-A title aimed to follow 
You're best known for the Worms franchise. How 
have recent versions of the game performed? 
And do you still have an appetite for the series? 


rall, these a 
am 17, and the 





ee 


est bit is we get to tZ 





ing times to be 
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THE CODE MONKEYS LTD. 
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на 








































NAME: 

The Code Monk 
LOCATION 

Dewsbury 

DATE FOUNDED: 1998 
NUMBER OF 
EMPLOYEES: 18 

URL: 

www.codemon| 
SELECTED 
SOFTOGRAPHY: 
Gunboat, Turrican, Road 
Rash, Goofy's Fun House, 
Worms World Part, 
Castlevania: Aria Of 
Sorrow (mobile), 
International Athletics 


The Code Monkeys’ latest title, 
International Athletics, was 
released in time for the Beijing 
Olympics and proved to be better 
than the offically licensed game 


The Code Monkeys’ take on 
Castlevania is probably its 
highest-profile mobile game 





Interview: 


in the UK 
birthday by m 








The Code Monkeys is one of the region's oldest 
developers - how did you get started? And how 
have you survived while others haven't? 

дед in 1 т 


The company was f 


the oldest and most 












alth of 


elopment. The desig 
3 origina 











How important is it to remain independent? 


Development director BW 


= IOS YS 


The jocular moniker belies a team of dedicated 
professionals with an enormous back catalogue 


Like most small teams, The Code 
Monkeys has experience on mobile 
platforms working with licensed IP, 
ut its larger projects involve DS, 
PSP, PS2 and PC, and it has Wii 
and PS3 productions in the works 


Have you ever been approached by publishers 
making offers to buy you out? 
Being indepen ans more choi 
We have pretty much free rein over v 
IPs, and that means our 
nore creative in the kind of games we 





nsumers. 





vhat we produce 


when 





team can be 


make. We've never been approached for a buyout 





ay we wouldn't consider it 





but that's not to i 


What projects are you working on right now? 






We recently finished International Athletics on DS 
P, publishe Ghostlight. It was one of our o 
Ps anc 1t in time for the Olympics. C 





g right include a WiiW 









ves a new gameplay concept. This 
and it has the potential to become a great 
an eye out for it. We're also 





under М r a few more projects. 





What are the main benefits of having a 
development studio situated in Yorkshire? 
е biggest benefit 


Situated where we are 








r all our team because we're 





tatior 


And what about the future? Are you happy 
staying at the size you are right now? 
t into a larger offic 


and are currently 





to increase to about 25 


ageable size. In the 


ye working оп PS3 and PSN games, anc ы 
re Wii and DS title 





chemistr 


The Formula For Games ™ 





Recruiting now for all levels 


Code Design Art Management 





93 
jobs@gangchemistry.com Please provide a CV only. For portfolios/showreels please provide a link for download 
An Unreal™ Engine 3 studio in the heart of Sheffield. For more information visit www. gamechemistry.com 



































REVOLUTION SOFT WARE 


The UK’s most prolific adventure game maker is, says 
its founder, just a click away from a glorious return 














4 Ж g.s 
NAME: Diernot 
Revolutior ftware 
LOCATION: York 


DATE FOUNDED: 1990 
NUMBER OF 


/w.revolution.co.uk 
SELECTED 
SOFTOGRAPHY: 

Lure Of The Temptress, 


> eel Sky, Charles Cecil began making 
Beneath A Steel Sky, А adventure games оп 8bit home 


Oe GR ч - computers, but his first project. 
Broken Sword sertes, under Revolution was Lure Of The 


The Road To El Dorado, - Temptress (left). PS1 title In Cold 
Col Blood (above) divided his fans 
In Cold Blood 


Interview: 
CEO m 







casual game тап 







e you go back and n 
put in 
the тоте 

ring gam 


he casual game 


mark utely dev е you have 





to find things hidden ir or find three 


gems in a row. | think sit down and 

















hree gems in а гом jut I now 
Revolutior thir im me". And adventure game 
tious-looking Good Сор, Bad Cop being canned аге an obvious place to go. 
2 ге y, CEO Charles Cecil ha: 
Revolution alive by yg staff f project: What is Revolution's current set-up? 
and jlting on c h as Brok 1 What I do п hich is working І 
and Th Code. jon anyone but I H 








What exactly happened to Revolution after 
Good Cop, Bad Cop was cancelled? 


Adventures by the 





ature: 





f employme! aren't the 





tsions that are there from an employer 


»mployee relationship. 


What do you think are the main benefits of 
being based in York? 


hink York has to be one of the best places to be 





Do you think adventure games can make a tudents... It's just f 
comeback in today's climate? 





Gomesiiogmoabileypeople 


Mobile 


Distinctive produces the highest quality games for mobile 
. phone game nione To keep ahead of Ihe game, Distinctive 
1 continue у! est Js staff and development tools. They 
eir range of platforms so that if now 
Gage 2 and iPhone. omar) 









Facebook 
Distinclive-reevet a! playing games against your friends 


is much more fun than playing against a computer. Having 
launched H Facebook game, Anytime Pool, Distinctive 
have the knowledge and skills to E social games that 







can be us anytime, anywhere on any device. 
E 


: iPhonea e @® | 


As the range of alternative input systems proliferate, such as 
touch-screen and accelerometers, Distinctive is investing to 
ensure that their games take full advantage of these to create 
innovative, fun and entertaining game-play mechanics. Their 
first iPhone games will be released before the end of 2008. 





distinctive developments 
ahead of the game 


For more info visit www.ddgames.biz or email info@ddgames.biz 
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LEXSTIPICTIVE DEVELOPMENTS 


After a change of tack in 8001, this Sheffield-based 
company is one of the UK's most upwardly mobile 





NAME: D 
Developments 
LOCATION 
Sheffield 
DATE FOUNDED: 1994 
NUMBER OF 
EMPLOYEES: 
Sheffield: 30; 
San Diego: 5; Poland: 10 
URL: www.ddgames.biz 
SELECTED 
SOFTOGRAPHY: 

Gear Acid, UEFA 

Brian 


The mobile game dev scene remains a 
hugely competitive one, but Distinctive is one 
of its biggest players. Part of the company’s 
success lies in its adaptability, which has 
Seen it produce games as diverse as FIFA 08, 
Skill Ball Bingo and Metal Gear Acid Mobile 






































Interview: 


ссе Managing director ш 








a lot of the code to create a completely new control 
phone system for football games on mobile that hadn't been 
ut one that prides itself on being tried before 

as back in 2001 that 

his entire operation How do you spread work between your Sheffield 
new mobile base and your studios in Poland and San Diego? 
With the Polish office we wanted to separate the 








operation 
a pioneer in the t 
MD Nigel Little decided to 

off PS1 development and over 
handsets, 
gaming life. The company has never lool 
v as comfortable bri 


FIFA series, tc 





ritory. It 









hich were just beginning t 











porting function from the game development 
function. Game development and porting are 
ompletely different — for development you need 
eative people, whereas porting is more like 
you need staff with different skills 











such as ЕА! 0+ m 


very 





is coming 





manufacturing, s: 


There aren't so many independent mobile Poland has a highly educated and skilled workforce 
developers around nowadays - how have you and being close to the UK meant that it was near 
managed to buck the trend? enough for us to visit regularly. San Diego was a 
Quite a lot of the original developers from different matter — we needed a base in the US that 








2002/2003 were either acquired or have not grown allowed us to have the ability to s hones, 
3t the same rate as ourselves. As we exited the and San Diego is a mobile development centre 
console development scene we learnt some very because [mobile technology manufacturer] 

difficult lessons that have helped us to give publishers Qualcomm is based there 

a better service, and we also learnt to invest in our 

own intellectual property to create long-term value And what about the future - what can you tell 
for the company. us about your forthcoming projects? 






Our plans centre on continuing 












Which of your recent projects have you been the best mobile games availat one v 
happiest with? massive for us, and we'll be releasing three of our ow 
We have some really exciting projects in deve titles over the coming months ese will 





be Bound-A-Round, which featu 





that I can't talk jut of th 





f Metal С 





squirrel is on a missior 





rking the PSP family by climbing ur 


locati о create 


game th es rhythm, and it truly sucks t2 
you into the action 


game for m the accelerome 





end res 
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CREATIVE: TOIT 


Young, ambitious and a Yorkshire success story; why 
this Huddersfield outfit is ready to take the next step 








cn 


north 


NAME: Creative North 
LOCATION: Huddersfield 
DATE FOUNDED: 2005 
NUMBER OF 
EMPLOYEES: 14 

URL: 
www.creativenorth.co.uk 
SELECTED 
SOFTOGRAPHY: 
Subbuteo, iRB 

Rugby World Cup, 

Tropix Mobile 





„ай 





Mobile game 
High School Days 
(above) mixes. 
the charm of 

The Sims and 
Habbo Hotel 






Interview: 






Managing director 8 





































ative North is a relatively new kid So it has a social agenda, but it's very much a 

on the block, its dynamic team game, with a sense of fun? 

It's full of humour, yes, but it does get the message 
s. It tackles things like how to deal with noisy 

ours and signing up for coll 













forged links 
as the BBC, Nokia a 





known for i 





urses. In one 


ке Subbu f you're persistently late, the chances are 





Jet kicked off. It's safe entertainment but it does 





е message that games can be used for 





ater goo 


vercome the challeng 


MD Phil Mundy t 


fe You have a very young team - have most of the 
employees here come from game development 
courses at university? 

What has been the most challenging part of That's right — there's no one in studio on a day-to-day 

setting up a studio? over the age of 28. Although there are a few 


9 a foothold in an e 











eed and highly grey hairs on the board! | would say 50 per cent of 









ad to our developers come from a games degree 





indep at background, but we also recruit from software 





hours and nd computer science-related fields. 








nd deliv 





ring projects. We до 


V 15-year veterans, but our client 
sheet is 





Can you explain the story behind InLiving? 





And is it an ongoing project? You're looking at moving into developing DS 
The product is now fully available to UK titles - what are your specific plans? 
housing organisations and schools. It n Although our hands are tied as to how much we can 








say right now, we're currently working on an origir 
title for DS and iPhone. This new IP is based on a very 


delivered by our 


ding hou: 
response 















j in collaboration with a 
a change of mindset 
technology for зо! 





— Jue Àj 
Creative North's mobile sport 
sim, iRB Rugby World Cup 





VIDEOGAME CULTURE 


EDGE 


NINTENDO | SONY | MICROSOFT | PC | HANDHELD COIN-OP | ONLINE 





Reaching professionals 


453,283 


people actively seek employment through 
Edge and Edge-Online 


every month 









Active professionals 


: full-time professionals are interested їп 
1 E. B e. 7 changing jobs over 
Е ` the next 12 months 


Experienced professionals 
2years months 


experience within 
their chosen field 


“Edge's service was 
professional, efficient and 
very effective. During the 
recruitment campaign we 
received an excellent response 
from candidates with the right 


To advertise in Edge, Е skills and experience. In no 
contact Julian House: as ере: эше 
jhouse@futurenet.co.uk — и 


use Edge again for our 
recruitment needs.” 


Katrin Winkler 


ople refuse to se 





hat is it that motivates you to play 

a game? There's the catch-all term, 

“ап; which I love and loathe in 
equal measure. I love it because it binds all of 
us who indulge in interactive entertainment 


together: One Nation Under A Game. But I 





loathe it for much the same reason; the word 
fun’ is so overly broad that it often fails to 
capture the specific experience that I’m looking 


for, the precise itch I want scratched. Am I 


looking to kill time? Challenge myself? Compete 





against someone else? Pretend to be something 
I'm not? Lose myself in another world? All of 
the above? 

The simple answer, of course, is that it 
depends. The more complicated answer is 
that, as of late, Гуе found it difficult to 
motivate myself to complete story-based 
games like Grand Theft Auto IV and Metal 
Gear Solid 4: Guns Of The Patriots. Increa: 





ingly, 


at Newsweek don’t tell me which games I 
have to play or how lon 





g I should play them 
for; instead, they pretty much leave me to 
my own devices. Which, for the second 





year running, means that I more often than 
not choose to play games that I can get 
in and out of quickly, уе 





are still capable of 
holding my interest should I decide to go 

Lumines, Every Extend Extra, 
Super Stardust HD, Evei 
Wars Galaxies, Rock Band, Space Invaders 


on a binge: Re 





day Shooter, Geometry 


Extreme, Bejeweled. 

Each of these titles scratches the itch, 
and they all do it exceedingly well. But it’s 
more than that. Every session that I have 





with one of these games feels like a complete 


experience — even when it’s interrupted 





ough I've experienced a beginnin 
middle and an end. With a story-based 


game, beginnings are easy, middles are often 


The older | get, the less willing | arn to waste my time on an 
entertainment experience that isn't of uniformly high quality 


I don't want to remember what I was doing 





when I last played. I don't want to recall 
which button does what. I don't want to 
remember how much I have previously 
accomplished. I don't want to return to a 
particular emotional state that corresponds 
to where I left off in the narrative or mission 
structure. Once I do all of those things, I'm 
good to go. But given my increasingly busy life 
the time and effort that it takes to properly 


resume my place in the game-story feels toc 





much like, well, work. 
Now, 





"та not expecting you to sympathise 





with me here. After all, I'm one of those 





people who are lucky enough to play games for 
a living. But I’m fortunate in that my editors 






attenuated and misshapen while the endings, 





assuming 1 even get there, are frequent 





awkward, truncated or anticlimactic. This 


isn't always the case — there are always 
exceptions — but it’s certainly reasonable to 


say that even many of the best developers 





d stri 





ucture of 


struggle with the pacing 
narrative-driven titles. Telling a story well 


over the course of ten or 20 hours isn't an 






easy task, as even a terrific game like 
BioShock bears out 
I know these things to be true about 


videogames, so I can of course overlook 





them if I choose. The problem is that 





when I take a broader look at my current 


entertainment habits, my recently developed 


aversion to narrative is also manifesting 
itself when faced with other media. I'd rather 
watch sports than а dramatic television series 
now that HBO's holy trinity (The Sopranos, 
The Wire and Deadwood) is off the air. 1 find 
1 don't watch as many feature films these 
days, whereas before 1 thought nothing of 
going to see three movies or more over the 


course of a single weekend. Just what's going 





on hert 
In my opinion, the older I get, the less 


willing I am to waste my time on an 





entertainment experience that isn't of 
uniformly high quality; in fact, I'd prefer 
not to even take the risk of making the 
commitment. Every televised basketball 
game isn't uniformly good, but there's 
certainly enough ritual and custom there, 
from the announcers’ banter to the game's 
ebb and flow, that it, well... scratches that 
itch. It's comforting, 

That's what I get when I pick up Rez or 
Super Stardust HD or Rock Band for the 
umpteenth time — or, rather, I know what 


I'm going to get when I pick these games up 








for the umpteenth time. That’s not to say, 
however, that I'm no longer receptive to new 
gaming experiences. It's just that I prefer 
them to be shorter games; titles like Geometry 
Wars: Retro Evolved, PixelJunk Eden, Castle 
Crashers and The Last Guy, which 1 can quickly 
sample, then determine whether they will 
make it into my rotation or get dropped for 
ill eternity. 

And that’s how I feel at the moment 
1 may feel differently in a week, a month or 
a year's time. But for the time being, when 
I think of fun, it's in the shorter games that 
I'm discovering the greatest and most 





eliable pleasure. 





V'Gai Croal writes about technology for Newsweek. Hi: 





he found at blog.newsweek.com/blogs/levelup. 














When it comes to locating hard to find targets, some people use the latest technology, gadgets and gizmos 
But when it comes to tracking the best gaming jobs on the market there's only one thing you'll need; 
access to our talent network. The roles there, you won't see or hear about anywhere else. That's because 
some of the gaming industry's biggest developers only trust us when they need the right people. So even if 
you're not looking right now, join our group and see opportunities that others can't 


Simply register now at www.amiqusgamestalentnetwork.com 
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'am tired of war. The relentless cr 





p 


and shudder of explosions, and the whine 





skip-puff of bullets that miss me t 


inches; my aching lower back; the cynical 





global machinations of the military-industr 





complex. Sometimes I have to find a quiet 
place to sit and rest just to calm my shaken 


mind. War is hell 





On the other hand, I'm really stoked 


about increasing my tally so far of 162 





idshots, a new bolt-on 





he and I've just acquired 





gadget for my beloved M4 custom. Ph 








the ‘war economy’ talk (a lurid sci-fi version of 
Naomi Klein's The Shock Dox 


nothing more relaxing than going shopping 


ine), there’s 





between missions. For guns, I’m as happy 








docile a consumer as anyone else. Anc 





can't help but look forward to trying out my 
new toys on the next unsuspecting mercenary 


War is great 


Cut to another story of ageing muscle 
John Rambo's body, in Stallone's most recent 
lar to that of Old Snak 


decades of violence become inscribed into 





film, is eerily si 





the parchment skin, a palimpsest of creases, 





veins and tendons. Rambo IV contains perhaps 


the 





nost viscerally naturalistic depictions yet 


hat happens 





accomplished in cinema 
when human beings are shot with rifles or 
ripped apart by grenades. It reminds us 


that a dedication to unsparingly exac 





representations of violence can have a serious 





moral purpose. Look, it says: this is what w 
that th 


really involves 





icians talk about so eas: 





that pol 





it the same tension is at work here as in 


Metal Gear Solid 4: the director is telling us 





that war is hell, but he is also showing us how 
z it is. In MGS4, war is the toy itself 


1 Rambo transforms from 





oat-punter into the implacable killir 








achine of old, the audience shivers in pleasure 
even as it winces at the close-ups of bullets 
pping flesh 


The problem is as old as Home 





rills us with the beauty of his battle scenes 








even as he laments the 
only visual art can av 
mage, like Picasso's Guernica, does not titillate 


But art with a temporal dimension — literature 
movies, videogames — implies continuity. In 


films and books you need her 





ust dies for no reason. (If all of Saving Private 





n were like the first 20 minutes, with no 


ne surviving a 


be unwatchable 





abjured character c 





by its very structure in time, inculcate 
notions of progression and the satisfaction 
of victory. It would still have to be, in this 


sense, fun 





d's dip 


'erhaps Clin 





Of Our Fathers and Letters From Iwo Jim 





has come closest amc 





avoiding the satisfactions of combat. But 





that а videogame ir ich you 








spent most of your time cowering in tunnels 


and finally comm 





ted seppuku by grena 


ıld trouble the charts. And even in 





Eastwood's films, there is glamour and 











aty: for one thing, the actors are all г 





really goodlooking (as Derek Zoolander 
would say 

Do contemporary media ‘glamorise 
violence? Well, they can't help it. You cannot 


make an artificial mimesis of violence with 





sestheticising it. Could we even suppose that 
taking something revolting like violence and 
transforming it into something glamorous, 
something beautiful and amusing, constitutes a 
kind of triumph? Hideo Kojima's games are, in 


sense, all about this question, pummelling it 


ith scattershot Verhoevenesque satire, arch 





'eminders to the player that videogames are 





essentially a waste of time, and the rather lovely 
absurdity that you can win a campaign using 


only anaesthetic bullets. 





еа 





^ more troubling approach, for me, саг 





couple of years ago in Shadow Of The Colossus. 
My enchantment at the kinetic challenge and 


haunting beauty of the game was quickly 








d guilt at my 
ants. I 


replaced by a sense of waste а 








serial murdering of these d 





suspected that this was perhaps going to turn 


it to be the point, but I couldn't bear to 








rry on. Fo me, the aesthetic pleasures 
veren't enough to outweigh the powerful 
the game so astonishingly succeeded 
п engendering. If a game of violence is so 
effective in its message of anti-violence that 
‘ou actually stop playing, does that mean it 
was a success or a failure? 

Compared to that, MGS4, with its cramming 
of the issue of post-traumatic stress disorder 
into a segmented psyche-bar (arguably a far 


more damning frivolity than its diarrhoea, pot 





mags and monkeys), is just a cartoon. Perhaps a 
wargame can never really be anti-war. In a way 
tha 


along w 





s a relief, I think, as I smoke thoughtfully 
h Snak 





, waiting for the next act 





Steven Poole is the author of Trigger Happy: The 1 


Life Of Videogames. Visit him online at stevenpoole.ne 
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Lane Merrifield 
Co-founder and General Manager | Club Penguin 


myGDC 


Connect, Engage 
Bruce Sterling and Interact with 
American Author over 5,000 designers, 

programmers, 


publishers, and 
game professionals 
Jason Page currently in the myGDC 


Audio Manager | Sony Computer Entertainment Europe community 
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HI, ГМ RANDY videos 








ongratulations, you get the job. Have 
a seat in the director’s chair. Here's 
the script: 


IZZY lands a punch on the jaw of an 
OUTLAW, who flops unconscious 
a water trough. Searching his vest, 
Izzy finds a Wanted Poster: $2,000 

for PROFESSOR DUNSON, alive or dead. 


into 


Got it? See this movie in your head? Good, 
because the story only works if you tell it well. 
How are you going to establish the scenes, 
explain the plot, convey the emotions? Here's 
the good news: you control every motion of the 
camera, every element of composition, and 
every cut and jump in the editing room. 

Izzy, revolver drawn, peers down the 
silent, dusty street. She turns to 


confused and wander off. Keep them from 
facing the wrong way when we trigger a big 
set-piece. Makes our job a little harder. 


Izzy peers into the saloon to size 
up the drunken, singing outlaws, 
deciding there are too many. A 
rickety wagon ambles by, but Izzy 
lets it pass. Looking to her left, 
her eyes settle on a crate of TNT 


The studio says choice is BIG these days. I 
mentioned customising Izzy’s outfit, but they 
want gameplay options. So let's take chunks of 
the script and add a few branching variations. 
They all start and end the same, but the player 
gets to pick different paths. We'll need to make 
sure the player knows they're making a choice, 
and ideally give them challenges and rewards to 
make it meaningful. You're still up to it, right? 


Open-city games are selling like hot cakes. We have to build it 
as one continuous area and let the player go wherever they want 


her left and moves cautiously 
towards the bank. Suddenly she darts 
for cover - further down the street, 
several DEPUTIES have appeared and 

are hauling Professor Dunson, 
handcuffed, towards the jail. 
climbs up to the bank s roof 


Izzy 


Oops, update from the studio. Turns out 
this needs to be a videogame. Easiest thing 
would be to stick with what we have but make it 
interactive. Completely linear, ‘string of pearls’ 
design. The player has to follow our script, so 
the trick is telling them what the script is. Use 
lighting to draw their eye to objects they need to 
use. Prod them back on the path if they get 











As Izzy sneaks away, a voice comes 


from t 





e telegraph office 
VOICE (0.S.) 

He 11 talk. And when he does, 
find out who signed the contract. 





we 11 





Open-city games are selling like hot cakes. 
We have to build it as one continuous area and 
let the player go wherever they want. That's 
going to make everything harder. Before, we 
could enforce events’ order and location. Now, it 
has to add up no matter how they tackle it. The 
player has to read the scene and know what to 
do, no matter which entrance they take. Story 
beats have to make sense in any ordei 
can't be degenerate routes past the enemies. 





here 





15 A 


Izzy checks her revolver: only five 
bullets left, plus one with SHERIFF 
BAXTOR s name on it. Izzy notices 
the rickety Jail sign rocking in 
the breeze, just above the deputies 
heads. She takes her lasso from her 
belt and starts to swing it. 


You know how RPGs have different special 
powers? Different tools and resources? Studio 
says we gotta support all that too. Gotta add 
meaningful uses for every special ability. Gotta 
have solutions when the player runs out of 
ammo. Gotta support different playstyle 
players who like to kill everyone, players who 
like to outwit everyone. It's all gotta be 
balanced. Can't suck to play the sneaky guy. 





Sheriff Baxtor stands over Izzy, who 
is laying on the ground dabbing at 
her bleeding nose. The remaining 
deputy is holding Professor Dunson. 


How is the player supposed to be anybody, 
go anywhere, pick their own approach, and still 
find a good game? We used to talk about 'the 
player climbs to the roof, then the wagon goes 
by; but now it’s ‘if players overtax their supply 
of weapons, we prod them into searching for 
environmental affordances, making it likely 
they'll find hints about secondary objectives’ 





The bank detonates in a deafening 
shower of rock and debris. Izzy 
rolls to her feet and punches out 
the deputy. She grabs his rifle with 
one hand and Dunson with the other. 
IZZY 

I didn t realise how explosive that 
stuff is 


Randy Smith is a lead game designer at EA's LA studio. 
His current project is a collaboration with Steven Spielberg 
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ONLINE OFFLINE 
Choice cuts from 
Edge Online's 
discussion forum 
forum.edge-online co.uk 


"Topic: Feteh me the 

Duck of Truth! 

I was playing Okami and got 
to this village where there's a 
dungeon which is sealed by 
some sort of magic. Talking to 
the local princess it turns out 
I need to find five magic dogs, 
and then she gives me a 
‘canine tracking device" Cue 
unnecessary fetch quest... 

JB 


Three words: Sid Meier's 
Pirates. If you visited more 
than about two ports in one 


trip your crew started bitching. 


What kind of pirate signs up 
for a life of adventure on the 
high seas and bitches just 
because he hasn’t seen his 
mommy for a few months? 
Adkm1979 


Most people seem to enjoy 
fetch quests. These weird 
specimens are in my 
experience usually kids not yet 
mentally numb from doing real 
work. I say bring back child 
labour and stop this nonsense. 
sigge 





16216), 


The remarks quoted іп E192's 

opening editorial suggest that the 
suits involved either live in another 
universe, or want to conduct the debate 
there because the real one isn't big 
enough to hold their hyperbole. 

Firstly, even if Xbox 360 does 

end up ‘outselling’ PS3 at some ill- 
defined point of Don Mattrick’s 
choosing, not knowing how many of 
those ‘sales’ are gaming platforms 
rather than just RROD landfill or 
spares breakage (and I'll bet you 
couldn't get that number out of him 


with pliers — his interview on page 54 
defines evasive bullshit) will forever 
taint any comparison. 

But Hirai-san is no better. To 
extrapolate that someone ‘historically’ 
does anything based on one instance 
is meaningless since you can’t draw a 
line through a single point; and if he 
hasn’t seen a GameCube recently then 
he’s missed the 30 million or so 
Nintendo have sold in the last 18 
months, possibly because he’s too far 
up the pecking order to lift the slot 
covers on a Wii. Given that most PS3s 
aren't PS2 compatible, and many PS2s 
will have died over the years, there 
may soon be more working GC 
hardware than PS2. 

However, this does lead to a 
question I'd quite like to see Edge 
answer with an article and some kind 
of timeline table: instead of measuring 
success by hardware or software sales 
of a particular console or game, how 
about using the durability of a software 
format, measured by how many pieces 
of hardware have been sold that can 


play it? For example, a GBA cart can 
be played on (at least) GBA (SP), 
GBM, DS (Lite) and the GC GBA 
adaptor... I’ll let you off Virtual 
Console (because you have to buy the 
game again in a new format) and PC 
CD/DVD/BD, because it's impossible 
to tell how much of the hardware is 
bought for gaming — just real consoles 
and real formats. Га be genuinely 
interested to see the figures back to, 
say, PS1 and Game Boy — although, 
given Crashlander assumes everyone 
reading E192 has seen a 25-year-old 


It gave me some amusement to read Don Mattrick 
saying that young adult Xbox 360 owners spend 
roughly 75 hours a week on their machine 


Schwarzenegger movie, games still 
don’t have the durability of film. 
Dave Lockwood 


Hirai's point was surely that Sony 
hasn't just supported one platform 
beyond the lifespan of any of its 
competitors’ home formats (unless 
we've missed lots of recent GameCube 
releases, that is), but two, which 
helps to give weight to the company’s 
claim that its vision for PlayStation3 
really does extend to ten years. 

We'll put our stats man on to 
your article proposal. Stay tuned. 


It gave me some amusement to 

read Don Mattrick saying that 
young adult Xbox 360 owners spend 
roughly 75 hours a week on their 
machine, like it was something to be 
proud of. Even in a hardcore gaming 
magazine like Edge, it seemed an 
inadvisable boast. All I can say to 


Microsoft is, with sentiments like that, 


good luck courting the non-gaming 
crowd. Actually, I suppose that’s where 








7 Sea 


Letter of the month 
wins a DS Lite 


being ‘schizophrenic’ in your marketing 
approach (ouch) comes in. 
Тош Laverack 


Seventy-five hours certainly would 
seem to suggest that there's an awful 
lot of washing-up being left unattended 
in an awful lot of sinks, not to mention 
the piles of neglected homework (but 
let's not get too far into that for fear of 
reactionary tabloids picking it up and 
launching a campaign to stop these evil 
videogaming devices destroying the 
future prospects of our youth). But 
how far off the mark is it, really? Drop 
us a line with details of your own 
habits and we'll compile some form of 
convoluted, scientific-looking graph. 


Your somewhat cursory 

response to Ben Wood's letter 
[E191] regarding misogyny in GTAIV, 
droll though it was, is symptomatic of 
a general blindness the videogaming 
community has as a whole to the still 
male-orientated skew of the industry, 
and not just any male, but a particular 
kind of Nuts/Loaded-reading barely 
out of puberty one at that. The 
constant cry for the industry to be 
taken as seriously as, say, the movie 
industry seems to conveniently forget 
the reality of where the videogames 
industry is still at in terms of its 





representations of groups in society 
and storylines that don't retread the 
same tired formulas in settings that 
are barely noticeably different from 
each other, 

1f Martians arrived and took 
videogames as the only example 
of where western society was up to at 
the beginning of the century, they'd 
think the only subjects that aroused 





any passion in mankind were the 
military, crime and a morbid fascination 
in any kind of violence. What other 
current format would still consider it 


acceptable for women to be referred to 





as ‘whores’ and ‘bitches’ as a form of 
entertainment? What other format 
would be complicit with the use of such 
terms by making no attempt to even 
acknowledge the issue, let alone discuss 
it? And yeah, of course the terms are 
used in movies and literature now, but 
they're within a context, both of the 
movie or book itself and also of a wider 
selection of both that embrace all 


of light in the midst of all this, and 
for that we have to be thankful that 
they've saved the industry from being 
dominated entirely by hues of greens 
and browns and all the Soldier Of 
Fortune connotations the colours and 
their subject matter imply, but with 
half the industry still obsessed by 
portraying life through a particularly 
narrow Sun reader’s prism, which 
sniggers in a kind of Chris Moyles 
way at any hint of growing up, then 
it's destined to remain culturally on 
the sidelines — and deservedly so. 


Mark Whitfield 


GAIV is blatantly satirical in its take 
on society, and society happens to be 


sullied by racism, sexism, and all sorts 





of other miserable -isms. If other media 





don't have to do so, why should games 


pretend that these things don’t exist 





by mapping out their ambitions in 
Happyland? And let’s not pretend that 
mainstream examples of any other form 


With half the industry still obsessed by portraying 
life through a particularly narrow Sun reader's prism, 
it's destined to remain culturally on the sidelines 


aspects of life. Whereas the movie 
industry has vibrant art-house, indie 
and world subgenres flourishing to 
reflect the different interests and 
backgrounds of its viewers, where 
are the same flourishing formats in 
videogames? Nintendo is a beacon 


of entertainment aren't full of guns 
and action hero tripe. As for a lack of 

a vibrant indie gaming scene that 
wrestles with the kind of cultural topics 
you're pining for, have you really been 
neglecting your PC so much? Anyway, 
on to another take on GTAIV 





Mark Whitfield says that GTAIV's inclusion of characters who talk about women in a demeaning 


manner 





ultimately holding back gaming's evolution, and that we should be applauding Nintendo 





Topic: Do you want to work 
within the games industry 
Thave never, ever, wanted to 
work in this industry. It would 
ruin а great little hobby and 
the amount of scare stories 1 
have heard of studios closing 
and projects being canned has 
always put me right off. I'm 
more than happy for others 

to sweat blood to make 
disposable entertainment 

for me, thanks. 





My first uni attempt was at 
computing as I thought being 
into gaming meant I'd be good 
at it. Wrong! I had to make 
databases in COBOL, which is 
about as interesting as pulling 
hair ont of plugholes. 1 did 
make an interesting menu 
system which cleverly gave 
error messages to hide the 

fact that there was no code 
behind any of the options. 

I thought it was innovative. 
The lecturers didn’t. 





When I was in smaller 
companies I hated working on 
prototypes I knew would never 
get signed. Half wages when we 
had no contracts, redundancies 
if we had no contract for a few 
months. When I was at the 
bigger companies I hated all 
the hollow promises: “This is 
the last game we will ever do 
overtime on ~ after this we can 
name our price!” I quit almost 
three years ago and I’m only 
just starting to enjoy games 
again for what they a 








I think one of the problems 

is that pissed-off people 

shout loudest and everyone 
loves a bit of schadenfreude 
rubberneckin' Yeah, crunch, 
canned games, projects gone 
sour, development shifting. 
overseas, low wages (compared 
to comparatively skilled jobs in 
other sectors) and the like all 
get lots of press because when 
you feel you've been wronged 
you tend to make a bit of a fuss 
about it on the old internet. 

I think the happily content 
workers will just get on with 

it and maybe chime in every 

so often to say that, yes, 

they quite like their job, 

thank you very much. 














Metal Gear Solid 4's inclusion of a black 
character is a positive move for gaming, says 
Danny B, who also suggests that Konami's 
game offers a refreshingly cynical perspective 


Ben Wood's comments about 
AIV are petty. He ignores 
the fact that every recent gaming 
blockbuster has managed to be a far 
more liberal product than their 
Hollywood counterparts. 

The latest Grand Theft Auto does 





feature sexist cab drivers happy to 
brag about wife-beating, but it also 
does something that not many games 


manage to do: in effect, make a bit 





part character from a game appear 


almost human in the sense that we 
despise him almost immediately. It 
also allows us to kill or rob this 
despicable cretin — something not 
many games allow. Sam Houser and 
crew know that people like this exist 





in the world; finally, in a GTA game, 
a kill can actually mean something 
more than taking a jeep at high speed 
along a sidewalk 

MGS4 features a witty and sardonic 
black character (he's an arms dealer, but 
it's a start), the option to help Arab 
natives fight greedy, white, soldiers, and 
the notion that women are not useless 
during warfare, yet are the group most 





often victimi: 





d by it. This is more 
cynical stuff than what can be found 
in the latest American flick. 

Iron Man says that you have to be a 
dude to fight in a robot suit (thank god 
for Samus Aran). Ellen Page still hasn't 
been hired as Robin in Batman, and The 
Incredible Hulk has Liv Tyler. The 
gaming landscape is a lot less sexist 
than it looks, and its future is definitely 
more positive than that of film. 

Danny B 


The rise of female protagonists in 


mes is hampered a little by the fact 





that Samus Aran doesn't even speak 
And when's the next Lara Croft going 
to arrive? Ultimately, though, like 


you, we're quietly optimistic 
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Тат a gamer with a disability 

that leaves me with only limited 
use of my hands. What this means is 
that to play games using a joypad I'm 
forced to place the pad on a flat surface, 
such as a table. Which means that I 
have great difficulty reaching the 
triggers and bumper buttons on a 
joypad. Which leads me to my main 
point: games that don't offer fully 
configurable controls, or only offer 
preset configurable controls, often 
have vital functions mapped to said 
buttons. This can make it very hard 
and even impossible for me to play 
many games fully. 

I would like to respectfully ask the 
development community to think of me 
and others like me when designing 
control schemes in their games. 

1 firmly belive that all games 
should have fully configurable 
control schemes so that people with 
differing abilities can enjoy gaming to 
the full, and can see no technical 


Topic: I'm waiting here 

Тат sick of developer logos. 
and intros before I get to the 
title screen. It's absurd. Bad 
Company insists I see that 
poxy grenade logo every time. 
T sound trivial but it does get 
to me. It feels intrusive when 
Туе seen it over ten times. Like 
TV adverts. That's why I love 
the plastic cartridge days of 
old: no messing around. 
benjibumps78 


1 hold a different view. If the 
company has spent much time 
and effort delivering this piece 
of gaming to me, why not let 
them have a few seconds of my 
time, to let me know who they 
are. They deserve it. 


afgavinstan 


Doesn't normally bother me, 
but I noticed on Soul Calibur 4 
there’s about five logos before 
the game starts, which has 
started to irritate me slightly. 


matt_nothing 





reason why this should not be the case. 
George Wyatt 


Console game controls are more 
adaptable now than ever, something 
that hits home when you dig out a 
game like The Wind Waker and find 
yourself combing through its menus 
for the option to switch off its inverted 
Y-axis before coming to the unhappy 
realisation that such an option doesn’t 
actually exist. (Did it really just not 
bother us back in 2003? Or did we 
class the ability to easily switch from 
QWERT to QAOPM as being just a 
computer thing?) But, as you say, 
there's no reason why they can't be 
even more reconfigurable. If game 
developers would like to suggest 
otherwise, of course, get in touch. 


It may have come to the 

attention of some gamers that 
the Conservative party leader David 
Cameron recently compared his party's 


progress to completing level one of 
Tomb Raider. 1 can see where he’s 
coming from juxtaposing the 
Conservatives with Tomb Raider: 
a stalwart of yesteryear with a fresh- 
faced lead protagonist, who has 
what can only be described as a 
wonky polygon for a head, repeatedly 
jumping from right to left whilst 
taking cheap shots at a lumbering 
outmoded dinosaur. 

Stick that in your extended 
metaphor and smoke it! 
Jamie Upton 


And we thought we'd make it 
through without politics getting a 
mention. A DS Lite is on its way. 


Send us email (edge@futurenet.co.uk), 
but be sure to use ‘Inbox’ as the subject 
line. Or send a letter to this address: 
Inbox, Edge, Future Publishing, 

30 Monmouth Street, 

Bath BA1 2BW 
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Choose your winners at 
www.goldenjoystick.com 


The Golden Joystick Awards shortlist is now open and it's down to you to make sure 
your favourite walks away with the ultimate gaming accolade, a Golden Joystick Award. 
Plus vote now and you'll be in with a chance to win £10,000 worth of fantastic prizes, 
simply cast your vote at www.goldenjoystick.com 
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